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BASEBALL '94

WELCOME TO
FRONT PAGE
SPORTS:
BASEBALL ‘94

Baseball is different games to different people. For
some fams, the fascination lies in the stately ritual of
asgingle game. Forothers, itis the burning tension that
builds during the dramatic final days of a close pen-
nant race or Series. Still others see baseball as more
of a religion—ongoing proof that seasons of dedica-
tion, teamwork, and vision can eventually raise any
player from the bush leagues to the front page, any
team from cellar-dwellers to champions.

The “National Pastime” has its unique appeal toeach
fan. Thatis why we have designed Front Page Sports®:
Baseball ‘94 with the widest, most flexible array of
play options and features in any baseball simulation.
Itis designed to emphasize the relationship you have
with professicnal baseball.

Whether you pretfer the arcade action of an exhibition
game, crthe strategicchallenge of building and main-
taining a baseball dynasty, Front Page Sports: Base-
ball ‘94 is as close as you can get to the major league
dugout without putting on cleats. In fact, it is better—
rather than a pre-structured playing environment,
Baseball is, in effect, a baseball fan's fantasy con-
struction set that lets you play any role—or all.

The range of playing options is unprecedented. Opt
for swing-by-swing control of on-field action. Build a
dynasty with the drait, trade, and training strategies
you select in Career associations. Input historical
teams and replay classic pennant races, build your
own league from scratch, or create any combination
you want.

This “deoit yourself” approach extends to the VCR and
replay options. Qur new Camera Angle Mcnagement
System™ (CAMS™) lets you select exactly how you
want to view the action, choosing from five camera
meodes. You can even record and edit your own high-
light films and trade them with your friends.

Front Page Sports: Baseball ‘94 provides adiverseand
powertul set of tools for constructing your own dream
teams. From the optimism of spring training to the
intense drama of the championship series, welcome
to the world of professional baseball!

—The Front Page Sports Team
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On September 3,
! 1928, Ty Cobb' -

. hit, a double, wmle
-pinch-hitting in the
- 9th-inning off of

Washmgtcm [ Bump
Hadfey With Detrmt

cvef 24 seasons ;
Cobb had 4,191 -
" hits, the record until -
Cancmnatt s Pefe

Rose passed itin- .

GETTING
STARTED

USING THIS MANUAL

This manual is designed to help you get the most
out of Front Page Sports: Baseball ‘94 as quickly and
conveniently as possible.

Getling Started shows you how to install and start
the game.

Tutorials contains step-by-step instructions to fa-
miliarize you with Baseball fundamentals: hitting,
pitching, fielding, managing, eand settingup leagues.

Guame Play contains all the essential knowledge
you will need to play games, to create and manage
teams and associations, and to access the vast
range of playing options. In short, it is a compre-
hensive rundown on all the Front Page Sports: Base-
ball 94 features.

Reference includes alist of recommended reading,
and offers technical help.

Additional decumentation is available on-line:

On-Line Help is available in the Simulation by
pressing [F1] or by opening the Game Options menu.
Inthe Menuscreens, press[F1]or open the Help menu.
The Help menu is also where you will find the Base-
ball Statistics glossary.

README. Any changes made to Baseball after the
manual was printed are detailed ina README file on
the CD or Disk 1. This file is also copied to your hard
drive when you install the software. To view the file,
simply change to the directory in which the game is
installed, type README, and press [Enter].
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CD Samplers

Included on the CD version is a sampler containing
demos of the newest games from Sierraand Dynamizx,
and demos of our CD-ROM games. Run these to see
the best of what's new or coming soon to a software
dealer near you! To see the product demos, change to
the \DEMO directory on the Baseball CD, type DEMO
[Enter], and fcllow the on-screen instructions.

Also included on the CD is the ImagiNation Net-
work™ (INN} sample installation. The INN is the
premier interactive on-line entertainment service.
If you have a modem, you can connect to the INN
and play games with all sorts of people from all
over the country (usually at local phone rates). This
sampler lets you access the network and offers a
limited membership. To install, change to the \INN
directory on the Baseball CD, type INSTALL [En-
ter], and follow the on-screen instructions.

SYSTEM
REQUIREMENTS

To run Front Page Sports: Baseball ‘94, you will need

the following minimum software and hardware:

¢  AnIBM® PC compatible computer with an 80386/
33 MHz or better processor, and at least 4 mega-
bytes (MB) of random access memory (RAM).
MS-DOS® version 5.0 or above.

Expanded memory manager (EMM386 [standard
with M8-DOS® version 5.0 or above], QEMM-386™,
or equivalent).

* A hard disk. Front Page Sports: Baseball ‘94 re-
quires about 15 MB of space on your hard drive,
with about 18 MB needed during installation. If
your system uses adisk compression utility, such
as Stacker®, you will need about double the indi-
cated hard drive space {since the game files will
not compress as much as your compression soft-
ware will estimate). Any leagues you create will
take another 1-4MB each.

A VGA graphics card and VGA color monitor.
A 1.44MB, 3.5" floppydrive, or a CD-ROM drive for
the CD version.

pojIngg Sunon . ‘
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- pitcher Grover ! !

* tossed a record 16 |
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) |
Cleveland Alexander ﬁ
shutouts and rolled § ]
up arecord of 33 |
wins and 12 josses.
From 1915 {0 1917
he won 30 or more
games each year,
and had ERAs of
1.22, 1.55, and 1.86
in those respective
years. -
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The following hardware and software are strongly

recommended:

¢ A mouse.

*  One or two joysticks. (You must have at least one
joystick for a two-player game. To use two joy-
sticks, you must have a game card with two
joystick ports.)

* One of the following sound cards: Sound
Blaster™ or 100% compatibles, Sound Blaster
Pro, Sound Blaster 16, AdLib® or 100% com-
patibles, Roland®LAPC-1™ or MT-32™. and Gen-
eral MIDI (using true MPU-401 controller). (Note:
You will get NO sound effects, ONLY music,
with the Roland or General MIDI),

*  SmartDrive disk caching software {included
with Microsoft®* MS-DOS® 5.0 and above, and
Windows™ 3.1).

MEMORY
REQUIREMENTS

Even if you have the minimum 4MB of RAM, Baseball
may not run correctly unless the RAM is configured
(set up) correctly for the game. You will need at least
290,000bytes of free conventional memory and 2,621,440
bytes of free expanded memory (EMS). To configure
expanded memory, you will need a memory manager
such as EMM386 (included with MS-DOS 5.0and above
and Windows 3.1) or QEMM-386 by Quarterdeck.

If Baseball DOES NOT start correctly, use the MS-
DCS MEM command to see if you need to free up
some of your computer’s memory. From your MS-
DOS prompt, type MEM and press [Enter]. "Largest
executable program size” is your free conventional
memory; "bytes free EMS" is your expanded memory.
ltyoudonot have enough memeory, you probably have
resident or "background” programs and device driv-
ers taking up memory that the game needs.

The simplest way to set up your system’s memory
correctly is to use the INSTALL program to create a
“bootdisk.” Formore information, please see "Config-
uring Memory” on page 109.

&= a
= &
=

INSTALLING
BASEBALL

The Baseball INSTALL software cutomatically opti-
mizes the game settings according toyour computer's
speed, graphics, sound board, and input devices. You
ccn use INSTALL to specify the game's default loca-
tion on the hard drive, change preferences, and make
a boot disk.

Imporiant Note: Do not try to install Baseball to
your hard drive with “copy” commands. If you have
trouble running the installation program itself, see
the MANBASE.TXT file on the CD or Disk 1 for direc-
tions on manual installation.

Installing Baseball to Your Hard Drive
These instructions assume that you are using floppy
drive A:, hard drive €:, and/or CD-ROM drive D:. If
not, please substitute as appropriate.

1. After booting (starting) your machine, insert
Baseball Disk 1 into drive A: or the CD into the
CD-ROM drive.

2. Typethe appropriate drive letter (A: or D:) and
press [Enter].

3. Type INSTALL [Enter].
4. Follow the on-screen instructions.

Changing Sysiem Preferences

After installation, you can change the scund device
the game will use. Simply re-run the INSTALL pro-
gram and select a new setting. Follow these steps:

1. Change tothe directory in which you installed
Baseball.

2. In the BASEBALL directory, iype INSTALL
{Enter].

poyIn}g burjjen .
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Tony Lazzeri, playing |

|- second base for New
. Yok on May 24, - - %
- 1936, battedina | ' ;
- record 11 runs'with 3 |

. .home runs {two-of §

“them‘Grand Slams).
and a triple, while

" batting eighthin the-
order. New York =’

- crushed Philadelphia
by a score of 25-2.. .
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3. From the Installation Choices menu, select the
Audio option, then select the sound device you
want to use.

4. When ready, select Recept these choices

and save configuration and follow the on-
screen instructions.

RUNNING BASEBALL

Change to the directory in which you installed
Baseball.

2. Torunthe game, type PLAYBALL [Enter]. {(You
can skip the introduction and crediis by pressing
[Esc] as the game loads.) ‘

| .

;_I%"

1|
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GAME OVERVIEW

Baseball is divided into the Menu screens and the
Simulation. The Menu screens are where you will
select the game(s) you want to play, set up your
associations and teams, review rosters or stats, con-
duct spring training and trades, and so forth. The
Simulation screens make up the on-field portion where
you play selected league or exhibition games with
your teams, create replay and highlight films, and
practice batting.

Menu Screens

When you start Baseball, you will first see the Menu
screens. These intuitive “point-and-click” screens are
easiest to use with a mouse, although you may also
use the keyboard or a joystick. Menu options you can
currently select appear in black type. Options not
currently available are grayed out, or “ghosted.” The
active option appears highlighted in white type.

Baseball lets you select from several game types. You
can match up any two teams in an exhibition game
from the Main menu, or play the next league goame set
to play on an existing League Schedule (Association
menu) or Team Schedule (Team menu). To start the
selected game, select Play Game from the Domenu.
(As a short cut, you can select QuickStart on the
Mgain menu, which will start an exhibition or league
game as defined in the Preferences screen.)

The other Menu screen options let you perform a vast
range of functions, from trainer to general manager to
commissioner. Note thet the Do and Show menu op-
tions vary depending on the current menu selection
on the Main, Association, or Team menus.

When you start a« game or batting practice, you will
encounter the Baseball copy protection {described
on page 15). For most games, you may then change
the default lineup.

13
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Menu Screens

Simulation Screens

Other Screens
Preferences ;
Standings |
Stats

" Roster,

' News 1

AssociationéDcr:ta
| Draft ! o
Training |

Play (Gcame Options

QuickStart Main Menu 3“"“‘9
Exhibition Main Menu yaE
League Sched. Assn. Menn

Team Sched. Team Menu

Team Data b ;

Instant Repluf |

3 19141 ) H M 1Y

traded Steve'Carlton
Philadelphiaifor ' ¢
ick Wise. Playing
; for St. Louis, Wise
i compiled a mediocr
32-28 record in just 2

H

! somewhat betterj

+ Philadeiphia,
amassing 241 win

' and 4 Cy Young
.Awards in more than
14 seasons, and
being elacted to the
Hall of Fame.
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Simulation Screens

You enter the Batting/Pitching screen in the Simu-
lation once you select a Play Game option and pass
the copy protection. Simulation screensare designed
for joystick or keyboard control, but also have some
limited mouse functions. Move the joystick {or key-
board equivalent) to highlight an option, then press
Buiton 1 or Buiton 2 (as indicated) to select it.
(See “Game Controls” on page 16 for details.)

The Batting/Pitching screen is where you will play
most of the game. You can access all pitching,
batting, and manager and game options from here.
When the ball is put in play, the display switches to
the Stadium view for fielding and baserunning.
After each play, you have the option to see an
Instant Replay and edit it as much as you want
using the Camera Angle Management System™
(CAMS™). You can also pause a play in progress
and start CAMS from the Stadium view.

When the game ends, you will return to the Menu
screens, or you may exit to DOS,

(%%

i

ML

COPY PROTECTION

The first time you enter Batting Practice, or play or
simulate a game after starting Baseball, the game
asks you a baseball trivia question. A dialeg box
will present the question and a page number in this
manual. Turn to that page, type the correct answer
from the starred trivia sidebar into the dialeg box,
then click OK or press [Enter] to proceed.

ON-LINE HELP

Additiona]l Menu screen information is available by
selecting the Help menu or pressing [F1]. In the Simu-
lation, press [F1] for help.

PREFERENCES

The Main menu Preferences screen lets you configure
the Menu screens. You can change the QuickStart
option, select the screen you prefer to have displayed
when the game starts, and turn the music on and oft.

You may set QuickStart to play exhibition or
league games. [f you choose Exhibition, the game
will use the settings on the Exhibition Play screen.
If you choose League, you must choose a team.
QuickStart will then start the next league game
for that team, if possible. For details, see “Starting
League Games with QuickStart” on page 93.

Il Note: If you have the
CD version, you can skip
the manual-based copy
protection by playing the
game with the Baseball CD
in your CD drive.

Bage 134 what team did Eddie
Muivay ptay for

[
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= throw a no-hitter in - -
- .each league, while. . *
| +leading Philadelphia’ -
' "to a.6-0 victory over .
- NewYork. OnJuly "
" 20,1958 hehad " * - »
" “tossed a no-hitter - . |
while pitching for. .~
' Detroittobeat. ~ - -
- ‘Boston by a.score - . |
of 3-0. el

16

GAME CONTROLS

Mouse

Use the mouse to control the cursor on the screen, click
buttons, and select menus or menu items. Mogt func-
tions are started by a single mouse click. To “click” an
item, move the cursor over the desired item and press
the left mouse button once. To select an item from a
“scrolling” menu like the Team Roster, first click the
option to highlight it, then click again to select it. (Thig
is also called a "double-click.”)

The mouse is also available in the game simulation
as a supplemental controller to your joystick or key-
board. You can use the mouse during the game to
gelect the swing type for the batter, and the pitch type,
pitch location, and pitch speed for the pitcher. (You
cannot, however, use the mouse to control the batter's
swing.} You can also use the mouse to access any of
the Manager menus during a game.

Player control of the mouse depends upon the se-
lected player configuration for the game.

¢+ Computer vs. Compuler: The mouse is un-
available.

¢ Human vs. Compuler: The human manager
has control of the mouse.

*+ Human vs. Human and Keyboard vs,
Joystick: The player using the keyboard has
control of the mouse. .

¢  Humauoan vs. Human and Joystick vs. Joy-
stick: The player using Joystick 1 has control
of the mouse.

Joystick

Use the joystick to move the cursor between menus,
options, or buttons on the screen. In the Menu
screens, select items by clicking on them with joy-
stick Button 1 (the "Fire” button}, On certain “scroll-
ing” menu lists, such as the team rosters, you must
highlight an item before you can select it. Move the
pointer over the list box and move the joystick up or
down while holding Bulten 1. Once you have high-
lighted the desired item, press Button 1 again to
make your selection.

Use Bulton 2 in the Menu screens to move the cursor
to the menu bar at the top of the screen. In the Simula-
tion screens, you can use Butlen 2 for several player
and selection functions.

To recalibrate your joystick, press [J] and follow the
on-screen instructions.

Joystick Keyboard Equivalents

If you are using the keyboard, you can uge the
numeric keypad to emulate the eight movement
directions of a joystick. The [Enter] key and

[Spacebarlemulate Button 1, and the [Shift], [Ctrl], _

and [Ali] keys emulate Buiton 2.

Bl Note: Use the arrow
keys on the numeric key-

pad only.

[Ct1l], [Alt], or [Shift]l may
be used as Button 2.

[Enter] or [Spacebar] may

be used as Button 1.

The keypad keys emulate the
eight directions of the joystick.

17
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Keyboard

You cam use the keyboard for any command in Base-
ball, including all joystick actions in the Simulation
(see previous page), as well as the following “hot
keys.”

Throughout Game
Help

Screen Capture

Calibrate Joystick
Music on/off

Sound Effects on/off
Exit

{as Deluxe Paint® .LBM file)

Simulation Only
[F1] Pause the Game [P]
[F6] Game Options Menu [Esc]

Realism/Controls Screen  [F2]
[J] Detail Control Screen [F3]
[M] Sound Control Screen [F4]
5] VCR Interface [F5!]
[Ctr]] + [X] {Instant Replay)

Camera Angle Mgmt. Sys. [F10]

. Joe Sewell, playing
' shortstop for Cleve- !
land in 1923, struck: |
‘outagainst  ;  'F
" Washington's rookie !
+ pitcher Wally 1§ 1
Warmoth twice in. £ |
one game, It was the i
first time: he had ever &
~.struck out more than |
Jonce in a game, and
‘heonlyhadone ' | .
.- more multi-strikeout |
- game over the rest.of .
! his 14-year career,'in !f
which he struck out a #
record low 114 times
in7,132atbats. . |

o
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Menu Screen Key Commands

All Baseball menu commands have “hot key” key-

board equivalents:

¢  Menus: To open a Buseball menu, press [Alt] +
the menu's underlined letter,

+ [Cirl] + Keys: These keys let you select fixed
menu options without opening the menu.

* Open Menu Options: On an open menu,
including the variable Do, Show, and Help
menus, simply type the underlined letter to
select an option.

Meain Menu [Alt] + [M]

QuickStert [Cl]+ [Q Start pre-selected
game

Preferences iCtrll + [P]1 Change game
preferences

ExhibitionPlay [Ctrl]+[E] Play orreview game
between cmy teams

BRestant

Saved Game [Cir]] + [G] Resume saved
game

Exit [Ctrl) + [X] ExittoDOS

Bssociation Menu [Alt] + [A]

New [Chl] + [W] Create association
Load [Ctll+ L] Load assocication
Data [Ctll+ [A) Editassociation
Statistics [Chl]l+[O] Review association/
team statistics
Schedule [Ctll+[K] Selectscheduled
games to sim/play
Standings - [Ctll+[S] Review standings
Draft Pool [Chll+[F] Seeavailable
players
Tecm Menu [Al]+[T]
News [Ctrll + [N] Tecam news
Data [Ctll+[D] Edit the team
Roster [Cixll+ [R] Review players
Statistics [Ctxl] + M] Review team/player
stats
Schedule [Ctxl} + [H] Select games to sim/
play
Spring Training [Ctrl] + [T] Direct training
Chonge Team  [Cirl] + [C] Select another team
Do Menu [Alt] + [D]
Functions vary depending on current menu screen:
Play/Simulate Game, ...
Start New Season, Draft, Spring Training, ...
Chenge Uniform, ...
Print, ....
Show Menu [Alt] + [S]
Functions vary depending on current menu screen:
Batting/Fielding/Pitching Stets, ...
Accumulated Stats, ...
Date, ....
Help Menn {Alt] + [H]

Menus — Help on using the Baseball menus
Screen Name — Help for currently selected Menu
screen (varies)

Statistics — Definitions for statistics

About FPS: Baseball. General overview

VCR Screen
{Instant Replay)
Quit VCR (@]
Disk w1
Player Detail [E]
CAMS . [R]
Beginning [T]
Fast Reverse [Y}
Reverse [l
Pause [1]
Play (]
Fast Play [P]
End [[]
Slow Motion [11]

19
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. ﬁ‘* § i
S P

. H : B
I The best relief pitch-
I ing performance ever !
¢ . may have been from i
| ‘Boston's Emie ' |
' *Shore. On June 23,/
1917, he came into '
" the'game after starter
" Babe Ruthwas ' * ~
- ejected for arguinga |
. 'called ball fourte” ~
| “Washington's leadoff '
- ~batter, Ray'Morgan. .-
. On'Shore's first pitch,
" Morgan tried to'steal:
- 2nd and was thrown.
I out by catcher”
' ‘Chester Thomas.-
-Shore then retired .
“the next:26 batters in-
- order, giving Boston -
he 4-0 win '
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TUTORIALS

SIMULATION
TUTORIAL

These tutoricls are designed to introduce you to the
Front Page Sports: Baseball ‘34 Simulation and Menu
screens. These step-by-step instructions will teach
you the fundamentals of batting, fielding, and man-
aging, and prepare you to create your own baseball
association and begin league play.

Batting Practice

Youbegineach Baseball session in the Menu screens.
To enter Batting Practice, you will need to select
Batling Practice from the Do menu on the Team
Roster screen.

1. Open the Team menu (or press [Alt]+[T]). Select
Roster (or press [R] or [Ctrl]+[R]).

2. From the Team Roster screen, open the Do menu
{or press [Alt+[D]). Select Batting Practice (or
press [B]).

The first time you enter Batting Practice or begin to
play or simulate a game after starting Baseball, you
willbe prompted toanswerabaseball trivia question.
A dialog box will present the question and the puge
number in this manual on which you can find the
answer. Type the correct answer into the dialog box,
then click OK or press [Enter] to proceed.

Note: If you have the CD version, you can skip the
manual-based copy protection by playing the game
with the Baseball CD in your CD drive.

3
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Baseball lets you choose from power, contact, or bunt-

swings when batting. For your first plate appearance,
select a Contact swing.

1. Pushthejoystickleft or right and press Button 1

to select the swing type.

2. * When the pitcher throwsthe ball, press Button 1
to swing.

The timing of your swing is critical. Batting Prac-
tice gives you the opportunity to work on your tim-
ing before making your first plate appearance in a
real game.

When batting, you also have the option of selectinga
power swing or attempting to bunt. Move the joystick
in the direction indicated by the on-screen prompt
and press Butten 1 to pick the swing for your next
pitch. ‘

Once you are comifortable with swing timing, try
batting practice in the Advanced batting mode, in
which you alse control where in the strike zone you
swing.

For a full explanation of batting, see “"Batting” on
page 38.

To exit Batting Practice, press {Esc]. From the menu,
select Quit Grame to return to the Menu screens, or
press [Ctrl]+[X] to exit to DOS.

21
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Cleve!and s Johnny i
' Burnett had 9 hits in' z
(1 at-bats on'July, 10,
; 11932. He had:7 | I3 :
i snng!es and2 |- ;
: doubles inthe 18-
. inning.game, but ! i
| | Philadelphia pre-
; vailed, winning by a ¢
score of 18-17, ' |
| - fargely due to Jimmie
¢ Foxx's 6 hits, gwhlch
included 3 homers.

?

No other player has | -
collected more than
seven hits in a game,

‘regardless of the .

length of the game. |

Playing an Exhibition Game
Exhibition games are played outside the regular
league schedule. You may match,up teams from the
same league, different leagues, different associa-
tions, or even play a team against itself. Exhibition
games have no effect on league standings or on the
statistics of the teams and players. Injuries that occur
in exhibition games are not recorded.

To start an exhibition game:

1

Select the Exhibition Play option under the
Main menu (or press [Ctrl] + [E]).

Select the visiting team by clicking on the Visi-
tors text box. When the Team Type dialog box
opens, move the cursor to Standeard Team and
press Buiton 1. Scroll down the list until you
have highlighted the Toronto Bluebirds, then
move the cursor to OIK and press Bution 1.

Click on the Home box to pick the home team.
Select the Philadelphia Quakers from the
Standard Team choices.

Take control of the home team by clicking on
the text box labeled Control under Home.
Your choices are: Compuler, Joystick 1 (if
available), Joystick 2 (if available), and Key-
board. Click on the box until Joystick 1 or
Keyboard appears, according to your prefer-
ences. The Control mode for the visitors should
be set to Compuler.

Leave the Managing mode for your team (the
home team) et to Standard.

° Enmputér ¥
o setjmo bt

Select the on-field playing modes for Pitching,
Baiting, Fielding, and Running by clicking
on the respective text boxes in the lower left
corner. Click on each of the text boxes until they
read Standard. You can find a full explanation
of the various playing modes in the "Playing
Modes” section starting on page 30.

You can set a variety of options that affect the
playing conditions for an exhibition game.Foram
explanation of weather, see “Weather Condi-
tions” on page 35. See “Ground Rules” on page 33
for information on how ground rules determine
the nature of actual game play. For now, justclick
Computer Selects.

Now that the exhibition game is set up, start the
game by selecting Play Game irom the Do
menu.

23
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T o ; | Introduction to Pitching

In Baseball, pitchingis as simple orascomplexasyou
wish.In the Standard pitchingmode. allyouhaverto
do is select the type of pitch, and select where in the
strike zone you want it to go.

For your exhibition game pitching debut, keep it
simple:

1. When the Pitch Selection menu opens, press the
joystick forward and press Buttem 1. This will
select your pitcher’s best pitch.

2. 'When prompted to select a pitch location, move
the joystick to the left and press Button 1. This
will select the left side of the strike zone as your
targeted location for the pitch.

3. Aiter the batter steps into the hox, press But=
ton 1 to throw the pitch. (You cannot throw the
pitch until the batter is ready.)

: ﬂagerﬁnngrs i S [ ; tH A0
16 . ite

Depending on the pitcher's rettings, your pitcher will
have from one tofour types of pitches in hisrepertoire.
This will take you to the Simulation. Your team will be E‘;Eo:f ?;OTESI.]D; onpitcherratings, see "Pitching
on the field, and you will be in control of the starting g page 7a.
pitcher. In the Basic pitching mode, you select only the type
- Georae iz of pitch to be thrown. In Standard mode, you select
L eokrgde 1 ; ': !3 the pitch type and the pitch location. In Advanced
; WOE & 8 “eliaf mode, you select the pitch type, location, and speed.
g::]czg f;?c::ée g:l:me E: !_ For adetailed explanation of pitchingin Baseball, see
A IS il “Pitching” 36,
& in 1915. Pitching for Hicling: onpage
i Chigago, he took " ' i
+ Humphries with:2 o) .
. in'the first, theh * ! . E“'.
pitched until the 19th. .. _
© dnning, beating . " b=
|, Brooklyn by.a score:
of43. . Bl
2 4 e
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!| The minimum num- | |

_ ber of battersithat a. -

' On July 30,1971 ¢
. Dick Drago of Kan-i

“gtill-get credit for a

pitcher can face and

complete game is 13, §

| sas City faced only u

" _only one hit, asolo | §

13 batters, giving up
home run to Frank L
Robinson of Balti- | |
more. Jim Paimer got
the win, pitching s~
innings of 2-hit ball in:

the rain-shortened
contest.
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Introduction to Fielding

Your initial fielding responsibilities will be easy to
learn. In the Stemdard fielding mode, you can let the
computer control the player best positioned to make a
play on the batted ball. You do, however, have to take
control once the catch has been made. All you have to
dois throw the ball to the appropriate base and move
fielders to bases for force outs and tag outs.

You can see where the ball will land by watching fer
the yellow “catch zone.” You can also see how far
away the ball is from the catch zone. The larger the
catch zone, the farther away the ball is from the
landing point.

Once the fielder has caught the ball, move the joystick
toward the appropriate base, as shown on the next
page, and press Bution 1 to throw the ball.

Ball Throwing Controls
If you play in the Adveanced fielding mode, you
control the player attempting to field the ball.

Second base

o4

Third base # f _Lﬁa% . ;
e i

Ralq_fICuh!! Mﬂn {oulfieMer)

Aim at the appropriate position
and press Bulten 1 to throw.

First base

Home plale

Foradetailed explanation, see “Fielding” on page 40.

Introduction to the VCR

Interface

The VCR interface lets you recapture play-by-play
coverage of any on-field action. After any play, click
Yes in the See Instant Replay? box, or press [F5],
or select VCR on the Game Options menu to open the
VCRinterface and watchoreditreplays from a variety

of perspectives.
Quit VCR Player Detail Beginning Reverse Play End
[Ql [E] (1] [l [&] [l

Disk CAMS™ Fast Pause Fast
Wi [R] Reverse [I] Play
[Y] [P)

For a full explanation of the VCR interface, see “In-
stant Replays” on page 55 and "Camera and Replay
Modes” on page 58.

27
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e g gy ,MH%H?
J P .

1 -in 1952, Detroi first - -
| .baséran Walt Dropo..
[ went 4Tor4inthe ' -
firstgame.of & -«
. .doubleheader” """ ..
| “"against Washington. -
|~ Inthe second game,
. ha got 3'hits in his™ '
- first'3 at-bats, which
combined with his .5 .

. for 5 performance the

¢ previous day, tied

- Pinky Higgins’s 1938 |
" record of 12'con-* * -

secutive hits. - -
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LEAGUE PLAY
TUTORIAL

Starting a New Association

Before starting league play, you may either create a
new association or use one of the assocications in-
cluded with Baseball. For this tutorial, however, fol-
low these steps to create a new association:

L.

2.

10.

Select New under the Association menu.

Using the New Association Configuration screen,
set the number of teams in the associction at 26.

Click on the Career button to select the type of
association.

Under Number of Leagues, select the first
option: One 12-team league AND One 14-
team league.

Under League 1, sclect Two 6-tecom divisions.
Under League 2, sclect Two 7-team divisions.
Click the Accept button.

When the Select Teams screen appears, choose
Continue from the Domenutoaccept the defoult
teams for your new association and go to the
Association Data screen.

When prompted to hold an initial player draft,
select the No button.

The next dialog box will ask you to set the
length of the season. Select the Full Season
(162 games) option on the Select Schedule
Length dialog box. When prompted to "Select
Schedule Type,” click on Historical.

o %) 1) I O Y
RRLENS

X

WWHE

M’

I

. On the Association Data screen, mark the check
boxes for all of the displayed Ground Rules op-
tions (Use Ratings, Injuries, ctc.). For League
2, check the Designated Hitter box.

—
[—

Now that the association hasbeen created, select
Change Team under the Team menu. Before
leaving the Association Data screen, the pro-
gram willaskyou if you want to “Save Changes?”
Click Yes to save the information for your new
association.

|
B

13. A dialog box will open showing you the teams
available. Select the Toronto Bluebirds by
clicking on the team name and then clicking QK.

14. Select Data in the Team menu.

15. Click on the Owmership text box to change the
ownership from Computer to Humem.

16. Click on the Manuager text box and type in your
name.

17. Click on the Team Name text hox and enter
Oregon as the team name.

18. Click on the Nickname text box and enter
Trails as the name for your team.

18. Click on the Abbreviation text box and enter
ORE cs the abbreviation for your team.

Congratuletions! You now own o Baseball team.

F

s[pIIOM I, l
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PEw

R A R cov i
. Pitching for St. Louis |
in 1968, Bab Gibsory |
was'22-9withan' '
[ERA of 1.12 and wol
L hefirstof2Cy Ty
| Young Awards. He ©
struck out 268 while
walking only 62 in X
304 2/3 innings. He
notched 13 shutouts’
‘that season, and dur-
ing ane stretch, al-§ 2
lowedonly 2runs ¢ |

E=gry

30

GAME PLAY

STARTING A GAME

Use QuickStart to jump right into league or exhibi-
tion games. For a detailed explanation on setting
QuickStart options, see “Starting League Games
with QuickStart” on page 93.

To start cm exhibition game, click on the Exhibition
Play option in the Main menu, then choose Play
Game from the Do menu.

For a full explanation of the various ways you can
start aleague game, see the "Daily Activities” section
starting on page 90.

COPY PROTECTION

The first time you start to play or simulate agame after
loading Baseball, the game asksyou abaseball trivia
question. The dialog box will provide a page number
from this manual. Turn to that page, type the comrect
answer from the starred trivia sidebar into the dialog
box, and click OK or press [Enter].

Note: If you have the CD version, you can skip the
manual-based copy protection by playing the game
with the Baseball CD in your CD drive.

PLAYING MODES

Baseball lets you customize on-field game play to
match your perscnal tastes.

Whenever you start an exhibition game or configure
a new association, you may select the level of strate-
gicand on-field control you want. Youmay alsochange

the control level during the'gcrme. Choose complete
control, delegate everything to the computer, or find a
comfortable mix—the choice is yours.

Conlrol Mode

This setting (available for Exhibition Play and from
within the on-field Recalism/Control screen) deter-
mines the control of each team. The control modes are
Compuler, Joystick 1 (if available), Joystick 2 (if
available), and Keyboard control. If set to Com-
puter, this mode sets all other modes to Computer
for that team also.

Managing Mode
This setting determines the degree of managerial
control you have over the on-field simulation.

Basic: Youmay call any play. The computer will
position defensive players, instruct fielders to
charge bunts from first or third base, and signal
the pitcher tohold abaserunner. It will alse make
all player substitutions, including pinch hitters,
pinch runners, and relief pitchers. You will be
informed of any player substitutions the com-
puter makes on your behalf.

Standard: The computer still positions defen-
sive players, instructs fielders to charge bunts
from first or third base, and signals the pitcher to
hold a baserunner. It will only suggest player
substitutions. You may accept the suggestion or
do something else.

Advanced: You control all Manager options for
your team: positioning fielders, charging bunts,
holding baserunners, making substitutions, etc.

Manage Only

Click this check box to set all the following on-field
modes—Pitching, Batting, Fielding, and Running—
to Computer. This lets you play in any Managing
mode you want while the computer controls all on-
field play.

I Note: Youmay watch
the action in "one-pitch
mode” if all on-field modes
for both teams are set to
Computer. One-pitch
shows only the decisive
pitch of each at-bat.

31
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Il Note: If managing,
you may order pickotifs,
pitchouts, and pitch
arounds in all pitching
modes.

H

| e
On October 7,1904,

i-z
1 New York beat Bos-

H

| 'ton 3-2'giving Jack | |
| 1Chesbro his 415t win

- of.the season‘and
. NewYork a half- - .. .
.. game lead'in the -
pennant race; Thre
days later; on the .
-final day of the séa-
I ~son, he uncorked &
. wild piteh-in the gth,
* inning of 2.2-2 game,”
- allowing Boston’s: - - ,
. .LouCriger to scoré
- “the pennant-wirining -
< run. Hé finished the ..

' season with.a record”

of 41-12 and a'1.82 -

" [ERA, completing 48 .

f his 51.starts. " -

32

Pitching Mode

Computer: The computer takes complete con-
trol of the pitching game.

Basic: You select the pitch type only.
Standard: You select the pitch type and
location.

Advanced: You select the pitch type, location,
and speed.

Fielding Mode

Compulter: The computer controls all fielding.
Basic: The computer takes control of fielding
cany batted ball. If you wish, you may take
control of fielders after the ball is fielded. You
can then move with the ball or throw to a base.
If you do not take control, the computer will
control all fielding.

Standard: You may take control of the fielder
attempting to field the ball. If you do not take
control, the computer will try to field the batl. You
must take control after the ball has been fielded,
and are then responsible for moving the fielderor
throwing the ball to a base.

Advanced: You control all fielding and
throwing.

Batling Mode

Computer: The computer controls all batting. It
decides the type of swing to use, and when and
where to swing.

Basic: You select only the type of swing the
batter will use (power, contact, bunt). The com-
puter decides when and where to swing.
Standard: You select the swing type, and when
{(and if) to swing. The computer controls the loca-
tion of the swing.

Advanced: You control all aspects of batting:
swing type, and when and where to swing.

ule TVl
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Baserunning Mode '

Computer: The computer controls all
baserunning.

Basic: You may advance or retreat a base
runner after the ball is in play. The computer
controls all stolen base attempts, and returns

- runners to base on pickofis and pitchouts.

Standard: You may advance orretreat abase
runner when the ball is in play, and you control
stolen base attempts. The computer will cuto-
matically return a runner to base on pitchouts
and pickoif attempts.

Advanced: You control all baserunning.

GROUND RULES

Ground Rules are a set of simulation preferences you
may tailor as you wish when setting up exhibition
games or associations. You con also change the
Ground Rules during a particular exhibition game
from the on-field Reclism/Control screen.

Ground Rules are turned on or off by clicking on their
respective check boxes. {A yellow X in the check box
means the option is on.} Ground Rules with separate
check boxes under Visitors and Home can be set
separately for each team.

Baseball features the following Ground Rules:

Injuries: Tums injuries on or off. When it is
turnmed on, players may be injured and have to
leave the game. (If you turn Injuries off affer a
player has been injured, that player will not re-
tumn to the game.)

Fatigue: Tums pitcher fatigue on or off. When it
is turned on, pitchers tire as the game progresses
according to theirEndurance rating and the num-
ber of pitches thrown.

DH Rule: Tums the Designated Hitter rule on or
off. Ifitis tumed off during agame, the player who
had been the DH will be removed from the game
and cannot be uzed later.

Bl Note: To quickly set
all on-field medes to
"Computer,” check the
Manage Only option. If
done for both teams, this
also will allow “one-pitch”
mode.
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L In 1968, Detroit's . |
® Denny McLain' wo

‘record, a 1.96 ERA, |
280 strikeouts and 63
walks in 336 innings |

| pitched. Before ! ' |t

"+ McLain, the last 30
" game winner had
¢ been Dizzy Dean o
St. Louis in 1934,

f
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Use Ratings: Turns the use of individual player
ratings on or off. When it is tumed off, all players’
skills are rated as Average.

Fielding Errors: Tums the possibility of field-
ing errorson or off. If it is turned off, all throws are
on target and fielders will not make errors, al-
though there still may be balls that they cannot
handle.

Base Stealing: Tums base stealing on or off.
When it is turned on, that team’s baserunners
may attempt to steal.

Pitch to Cenler: Disables the Pitch Location
variable. When it is tumed on, all pitches in the
exhibition game will be to the center of the plate.
Use Lineup: Tums on the use of preset batting
lineups for facing hoth left- and right-handed
pitchers. If turned off, you have to set the starting
lineup for each human-controlled team.

Radear Gun: Twrns the radar gun on or off. When
itis turned on, the speed of the previous pitch will
be displayed at the bottom of the screen.
Strike Zone Calls: Turns strikezone callsonor
off. When it is turned on, the location of the pitch
is displayed at the bottom of the screen.

One Pitch Mode: Turns one-pitch mode on or
off. When it is turned on for both teams, only the
final pitch of the plate appearance will be shown,
exceptforstolen bases, wild pitches, passed balls,
successful pickoffs, and pitchouts. Note: All on-
field modes must be set to Computer for one-
pitch mode to work.

WEATHER
CONDITIONS

You can choose the weather conditions for an exhibi-
tion game. Cn the Exhibition Play screen, you have
three weather options:

* Computer Selects: The computer randomly
generates conditions appropriate to the selected
city. If the game is played in an indoor stadium,
wedather has no effect.

* Set Month: You select the city and the month
(April through October} in which the game is
played. The computer will generate conditions
appropriate tothat city for that month. If the game
is played in an indoor stadium, weather has no
effect.

» Set Condilions: You choose the exact weather
conditions: temperature, wind speed and direc-
tion, and weather forecast (clear, partly cloudy,
cloudy, and rain possible). These conditions will
be in effect even if the home team plays in an
indoor stadium.

For league games, the computer automatically gen-
erates weather conditions that are appropriate for the
city and month in which the game is played. You
cannot change the weather for league games.

SETTING
STARTING PITCHERS
AND LINEUPS

If you start an exhibition game with the Use Lineups
option turned on, the game will start using the next
starting pitcher in the rotation and the standard start-
ing lineup for each team. If Use Lineups is turned off
(or when starting league games), the Start Game
dialog box lets you modify the starting pitcher and
lineup for this game.

35
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In'1941, at the age of,
24, Lou Boudreau ¢ ¢
was named playe
manager of the '
Cleveland club. In-
- 1948, he won'the |
' MVP, batting .355
with 18 home runs, . = .
106 RBI's, and 106 |
runs scored, helping ¥
Cleveland win the
l.eague and World
Series titles.

This dialog box is divided into four sections, but only
one is active at a time. Each team may change the
starting pitcher and then the starting lineup. To make
changes, click on the Change button. This will take
you to the Bullpen screen or the Lineup screens as
appropriate. (See “The Bullpen Screen,” page 45, and
“Substituting Fielders,” page 48.)

When you have made all desired changes in each
section, click Acecept to advance to the next section.

PITCHING

Baseball gives you complete control of the pitch-by-
pitch confrontation between your pitcher and the op-
posing batter. This includes strategic opticns, suchas
pitching around « batter or attempting to pick off a
runner, as wellas the speed, location, and type of each
pitch.

The degree of actual pitch control you have depends
on the pitching mode. When set to Computer (Com-
puter Control or Manage Only), the computer controls
the entire pitching game. In Basic mode, you simply
choosethe pitch type. Standerd mode adds the pitch
location, and Advanced mode lets you vary the
speed of each pitch.

_WL_\TLWJ_ &T-

=3

Pitch Selection

Each pitcher can have up tofour pitch types —hisfour
best. The available pitches are listed in order of the
pitcher's rated ability to throw them. For more infor-
mation, see “"Pitching Ratings” on page 73.

To select the pitch type, move the joystick in the
direction of the desired pitch {as indicated on the
Pitch Type menu) and press Button 1. With the
keyboard, hold down the appropriate arrow key
and press [Enter].

Pitch Location

In Standard or Advanced modes, you must aim
pitches at specific areas in or around the strike
zone. To select a pitch location within the strike
zone, move the joystick toward the desired location
and press Button 1.

To aim a pitch right down the middle, press Button 1
with the joystick centered. To throw pitches outside
the strike zone. push the joystick in the appropriate
directicn and press Butlon 2.

To throw a pitchout (a pitch thrown high and out-
side the strike zone on the opposite side of the plate
from the batter), press Button 2 with the joystick
centered.

Pitch Speed

When playing in the Advanced mode, you will also
determine the speed of the pitch. You can put a little
extra on a pitch by choosing Fast, but more speed
means less control. To slow the pitch down, you can
choose Slow. This makes the pitch a little more accu-
rate.

To throw the pitch fast, push the joystick up and press
Buton 1. For a slower delivery, pull the joystick
down and press Butten 1. To throw at normal speed,
push the joystick right or left and press Button 1.

Anig swny .

B Note: The keypad
keys emulate the eight di-
rections of the joystick.
[Enter] or [Spacebar] may
be used as Builon 1.
[Cul], [Alt], or [Shift] may
be used as Bution 2.
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| ‘On August 4, 1937,
- for the third time in |
' | his career, Joe
“Ducky” Medwick,
playing for St. Louis,
got 4 extra-base hits,

f

in a-game. He fin- |

S o

i
&

ished the season at!
374 with 31 home ' |
runs and 154 RBIs,
winning both the i
MVP and the Triple !

f

Crown. 1y

T

i
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When you have completed your pitching selections
and the batter steps into the batting box, youareready
to pitch. With the joystick centered, press Button 1to
throw the pitch.

Pickoliis

You can try to pickoff runners on any base. To throw to
a base with a runner, push the joystick toward that
base and press Bution 1.

BATTING

In Baseball, your control of batting can be as tacti-
cal or as strategic as you wish. Control every swing
at the ball, =it in the dugout sending signals to the
batter, or turn the entire batting process over to the
computer and just enjoy watching the action.

As with pitching, the selected mode determines the
level of control over the batting process. A Com-
puter setting (Manage Only and Computer Con-
trel modes) delegates all batting to the computer. In
Basic mode, you control swing type. Standard
mode adds swing timing, and Advanced mode
adds swing location.

Swing Selection

When controlling the batter, your first selection is
the type of swing. The power swing is a strong
rising swing. You may hit more long fly balls with
a power swing, but you will alsc strike out more.
The contact swing maximizes your chances of mak-
ing contact and putting the ball into play. The bunt
swing causes the batter to attempt to tap the ball
softly into the infield.

To select a swing type, push the joystick in the
direction indicated by the on-screen arrow, and
press Button 1. To select the Power swing, for
example, push the joystick up and press Button 1.
(Push left or right for a Contact swing, or pull back
to select a Bunt.)

Swing Timing

In the Standard batting mode, you must also decide
when to swing. Press Button 1 to start your swing.
Remember, if the pitch is a fastball, you must start
your swing earlier to hit the ball into fair territory. You
should wait a litile longer on breaking balls and
change-ups. Take advantage of Batting Practice to
get your timing right.

Swing Location

In Advanced mode, youmustdecide where toswing,
as well as when and how, The strike zone is divided
intonine areas that correspond to the directions of the
joystick emd the keys on the numeric keypad. Move to
the area of the strike zone where you think the pitch is
going, then press Button 1 to swing. This is a very
challenging option for even a veteran batter.

39
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- .20, Al Kaline became =

- -the youngest Junior.. |

ircuit player fo cap- *

; “ture the batting titte,-
-tallying a 340 aver- *

. age with 27 home* + =
- runs,; 102 RBIs, and .
- 121 funs'scored. " ©
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FIELDING

The degree of control you have over the playerson the
field depends on the fielding mode you select. Witha
Computer setting (Manage Only or Computer Con-
trol mode), the computer contiols all fielding. In Bers
sic mode, the computer controls the fielding of the
ball. You may take control once the defensive player
has the ball, or let the computer complete the play.

In Standard mode, you may let the computer field
the ball OR take control of the appropriate fielder by
moving the joystick. Once the fielder has the ball, you
take over to make the throw or the tag. In Advanced
mode, you control all fielding. When the ball is hit by
thebatter, youautomatically gaincontrol of the fielder
best suited to make a play on the ball.

Caltching the Ball

In Advanced mods, once the ballhas been hit by the
batter, you are given control of the fielder most able to
make aplay on the ball. You may attempt to make the
play with thert player, or select the next closest fielder
to control (if another player is close enough to the
ball). To gwitch to the other fielder, press Button 2.

To catch the ball, move the active fielder toward the
“catch zone,” indicated by the yellow circle on the
playing field.

The catch zone circle shows where the bestloc¢ation to
make the catch is, and its size shows how cloge the
ball is. The higher {(and farther away) the ball, the
larger the catch zone.

If you get the fielder into the catch zone betore the ball
lands, you have a good chance of making the play.
The player’s fielding rating can affect those chances,
however.

You can make fielders dive or jump to make diffi-
cult plays. Todive for the ball, push the controller in
the direction you want the fielder to dive and press
Button 1. To jump for the ball, center the controls
{stop the fielder) and press Button 1.

Throwing the Ball

Once your fielder has the ball, you may throw it. Move
the controls toward the appropriate position, then
press Bution 1 to throw the ball.

Catcher Throwing to Bases

While the catcher has the ball in the Batting/Pitching
screen({theball hascrossed the plate, buthasnotbeen
thrown back to the pitcher), you can throw to any base
by pushing the controls toward that base and press-
ing Button 1.

Second base

Third base First hase

euchr tatitdor) |

Helcﬁl?ulgﬂ:_l!qn {outfi

Home plate
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{

a career total of 38.

# more home runs:than '

Wes Ferrell who had | @

,Noﬁgpitche} has hit' | ¥,

Playing for Cleveland ! ﬁ

! in 1931, he hit a sea-

1 i son-high 9 homers. |
‘He completed a 15- !

year career with a

i record of 193 wing,
128 losses, and a:
batting average of
.280. :
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BASERUNNING

The selected mode determines your level of control
over the buserunners. A Computer setting (Manage
Only and Computer Control mode) delegates all
baserunning to the computer. In Basie mode, youcan
control a runner's advance or retreat once the ball is
in play. Stendard mode addsbase stealing {if Ground
Rules permit). In Advanced mode, you must alse
deal with pitch-outs and pick-off attempts. Your
baserunners will advance if in a force situation. Oth-
erwise, they will rtemain in their positions unless you
instruct them to advance.

Game control shifts from batting to baserunning as
soon as the Stadium view appears. Advance a runner
by moving the joystick toward the desired base. To
retreat, move the joystick toward the previous base
and press Button 1. The following chart shows the
joystick and keyboard configuration for baserunning
options:

Contirol of Baserunners
with the Joystick

To advance, move the joystick
toward the base.

To retreat, move the joystick
toward the base and press
Button 1.

1
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Conirol of Baserunners
with the Keybourd

To advance, press the key for the next base.

Second base

Third base First base

Tﬁfﬂh—n&—ﬂ&—é

li

wMi

Home plate

Multiple Runners

Even with multiple runners on base, you can control
the actions of all runners. For example, if runners are
on second and third base, you can advance one or
both runners. To advance the runner on third to home
when the ball is hit, push the controls down. Next,
push the controls left to udvance the runner on second
to third. I the batted ball is caught, push the controls
left and press Buiten 1 to have the runner from third
retreat to third base. This qutomatically orders the
runner heading for third to retreat to second.

Stealing Bases

To lengthen the lead of a baserunner, push the con-
trols toward the base to which the runner will ad-
vance. Runners can take short, medium, or long
leade. Faster runners will start with longer leads
than slower runners.

Tolengthen arunner'slead, move controls toward the
next base, To shorten his lead, move back toward the
current base and press Butten 1. To send the runner
{to attempt to steal the next base), push the controls
toward the next base when he has taken his maxi-
mum lead.

To retrect, press the
key for the previous
base and [Enter] or
[Spacebar].

“Enter”.

or

L Spacebar "}

Anig swiny .

M Note: To advance a
runner toabase, thatbase
must not be occupied by
another base-runner.
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¥ 'In 1951, Honus o
i ‘Wagner retired from !
| baseball at'the age ofj
77, Nicknamed “The |
- Flying Dutchman,” he &
. ‘had spent'55-years Enf
~the Pittsburgh organi-’
i zation as-a.player, - -
" coach, and manager
On the strength of 7-
! batting titles, a .327 - !
lifetime batting aver- |
‘age,and 1,732 ¢a- - |
" reer RBls, he was - . |
. one.of the original 5 -
-inductees.into'the -
" Hall of Fame in 1936,
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STRATEGY

MANAGING
THE BULLPEN

As in the majors, effective management of your
pitching staff is ¢ top priority. You have all the
strategic options available in professional base-
ball. Proper handling of pitchers is « benchmark
test for successtul managers. Abusing or misman-
aging the bullpen can haunt you in the "Dog Days”
of September.

Visiting the Mound

A visit to the mound may give a struggling pitcher
a chance to compose himself and help keep him in
the game longer. It can also be used as a stalling
tactic to gain time for a relief pitcher who is not
adequately warmed up.

While on the mound, you get a full repert of the
game situation and relevant factors that will atfect
your managerial decision.

The Visit Mound screen will display the current
pitcher, his physical condition {QK, Tired, or Ex-
hausted), and all the accumulated statistics for the
game in progress. It also indicates the condition
{Cold, Half, or Warm) of any pitchers warming up in
the bullpen.

The Visit Mound screen also shows you the results
for the last 10 pitches. This pitch history uses the
following codestoindicate what happened oneach
pitch:

B Bail

Cs Cdlied Strike
35 Swinging Strike
F Foul Ball

P In Play

Lﬂilw

Pitches (last 10)

You will also see information about the next three
batters coming to the plate, including batting sta-
tistics for the current game and their Contact and
Power Hitting ratings.

Once you visit the mound, that option is not avail-
able again until you either change pitchers or start
a new inning.

After reviewing the information and considering
the game situation, you may click the Bullpen
button if you want to change pitchers or start warm-
ing up a reliever, or click Return to resume the
game.

The Bullpen Screen

Warming Up a Pitcher

A relief pitcher should be warmed up before entering
the game. If a reliever is sent in before he is properly
warmed up, he will not be as effective as he would
normally be, and he has a greater chance of injury.
Warm-up time will vary for individual pitchers, but
will usually take two to three batters.

To warm up a reliever, choose Bullpen from the
Manager menu. Move a pitcher from the roster list by
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i+ century to ever ac- |

BASEBALL "94

/inthe 2nd i mmng, .
i ‘New York's Les |
: Nunamaker threw:3 o
| Funners out at sec-
iond base. Detroit’s
1 Donie Bush, George

" ithen tried to steal’ i
‘second. Nunamaker
! gunnedthemall |
I down, the only
catcher in the 20th

" complish this feat.
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clicking on his name and then clicking on one of the
two warm-up slots. It you wish to have a pitcher in the
bullpen sit down, click on his name on the roster list
and on his warm-up slot to retum him to the roster.

Changing Pitchers

To replace the current pitcher, visit the bullpen from
the Visit Mound screen or select the Bullpen option
in the defensive team’s Manager menn.

Tochange pitchers, click on the new pitcher's namein
the roster display, then click on the Now Pitching
text box. The new pitcher will appear in the Now
Pilching box. BE CAREFUL! Be sure the pitcher you
put in the game has had a chance to warm up.

If you put apitcher into the game who was warming
up, his name will disuppear from the Warming
Up box. Any pitcher put into the game will also
disappear from the roster display.

Tostartaposition player (non-pitcher) warming up, or
to put one on the mound, select Position Players
from the Show menu, then follow the same procedures
described for pitchers.

it

m

"R

HLEIEE

PINCH HITTERS AND

PINCH RUNNERS

To use pinch runners or pinch hitters, use the Man-
ager button and pick Lineup Card by moving
the controls up and pressing Button 2.

L ﬁodr‘i‘guei. Hanry
| — v F——)

To insert a pinch runner into the game, highlight
the name of the reserve player displayed on the
roster. Click on the name of the player currently on
base who you wish to replace with the pinch run-
ner. The baserunner will leave the game and the
new player will take his place.

Be aware that the pinch runner will also be assuming
the defensive position of the player he replaced. If, for
instance, you inserted an cutfielder to pinch run for
your catcher, when your team takes the field you will
have an outfielder hehind the plate unless you make
additional changes in your lineup.

47
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SUBSTITUTING
FIELDERS

Tomake changesin your defensive lineup while your
team has the field, click the Menager bution on the
Pitch Typemenu. Select Linenp Card by moving the
controls up and pressing Button 2.

|1 o
M B, ott Butler is
Fim Wallach L Herry Rodviguez  Seh |l

j Jose Offerman

pu ar, BrettE
Deshields, Belina
" Rodriguey, Henvy

Front Page Sports: Beswbail

I A ‘ik
U R

; -On Opening Day in
| 1901, Detroiten-" | |

H

_é_tered_ thebottom of -
; 1 the 8th trailing-13-4.,

" Patience was re=. ~ .
- warded-as-they -

" mapaged to score |

10 runs'in the inning

" to notch a 14-13 vic-
“tory for'a total of 27
- combinedruns iﬂ_

the game..
£

You can replace defensive players by clicking on a
reserve player on the roster and then clicking on the
name of the player you wish to replace. If you are
filling a vacant slot, click on the empty text box for that
position. The new player will be displayed in the
lineup. :

To move a player already in the game o another
position, click on the player's name in the roster dis-
play and then click on the position to which you want
to move him.

Example: You want to remove your first baseman,
move your left fielder to first, and put a new player in
leftfield. Click on thenew left fielder intheroster, then
click on the first baseman box in the lineup display.
This willswitch the playersin thegame. Now, withthe
new player's name still highlighted, click on the left
fielder in the lineup display. The two players will
trade places.

LT, I, ¥

(I
u

FIL

SETTING
OFFENSIVE PLAYS

The availability of offensive plays, strategies, and
options depends upon the current game situation as
well as your selected Ground Rules and playing
modes. Any options not available will appear

. "ghosted” in the menu. For instance, if there are no

baserunners, the base stealing options will not be
available.

When your team is at bat, access offensive plays and
options by selecting Manager on the batter's Swing
Selection menu.

Depending on the game situation, the Manager menu

offensive options include:

+« Steal 2nd Base: Givesarunneron first permis-
sion to steal second. A computer-controlled run-
ner will try to steal only if he thinks he can get a
good jump.

* Steal 3rd Buse: Gives permission for the run-
ner on second to attempt to steal third.

* Double Steal: Gives both baserunners permis-
sion to steal the next base. One runner will start,
and the cther willgowhen the ball is thrown to try
tocatch the firstrunner, Which runner breaks first
depends on the situation. With runners on first
and third, the runner on first will begin the double
steal. With runners on first and second, the run-
ner on second will lead. With runners on second
and third, the runner on third will make the initial
steal attempt. '

* Steal Home: Gives permission for the runner
on third to attempt to steal home.

* Hii and Run: Tells the baserunner(s) to attempt
to advance to the next base when the ball is
pitched, and the batter to attempt to hit a ground
ball, preferably tc the right side of the infield.

* Squeeze:Orderstherunneronthird tobreak for
home with the pitch, and the batter to attempt to
bunt.
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' doubleheader * * }
+ against New York
¥ the stands that:day

1 Cotbert, who, 1

i August 1, 1972, while;
'playing for San' !
i Diego, became the
¢+ only other player to
" accomplish this fea

BASEBALL 94

On'May 2, 954, St
i E.oms outfielder” Stanv

was 8-year-old Nat

years later, on

S0

Talee: Tells a computer-controlled bettter not to
swing at the next pitch. (Available in Computer
mode only.)

Scacrifice Bunt: Tells a computer-controlled
batter to attempt a sacrifice bunt, and the runner
to go on contact. (Available in Menage and
Computler hatting modes.)

Lineup Card: Lets you review the lineup or
substitute a pinch hitter or runner.

Bullpen: [ets youreview your bullpen or starta
relief pitcher warming up.

Game Options: Go to the Game Options menu.
(Press (Esc]to return,)

Normal: Cancels any other offensive play in-
structions you have set.

Select Swing: Returns to the Swing Selection
menu, keeping any manager decisions made.

Manager Menu (Offensive)

The keypad keys
emulate the eight
directions of the
joystick. [Enter] or
[Spacebar] may be
used as Button 1.
[Ctrl], [Alt], or [Shift]
may be used as
Bution 2.

Push the joystick/keys,
and press Button 1 or

Button 2 as indicated.

(joystick centered) <

=
=
l

s\

SETTING
DEFENSIVE PLAYS

When your team has the field, access defensive
commands, defensive plays, and game options by
selecting the Manager button on the Pitch Selec-
tion menu.

The options available will vary depending upon
current game conditions. Options include:

1st Base Charge:Instructs the firstbaseman to
charge home plate in anticipation of a bunt when
the pitcher begins his windup.

Position Defense: Activates the Position De-
fense screen, which allows you to control the
defensive position for all fielders. (See page 33 for
more information about positioning fielders.)
Hold Runner: Instructs the fielder to hold a
runner atfirst(if second base is open)or at second
{if third base is open). This command will over-
ride any other defensive positicning instructions
forthe affected fielder. When the pitcherreleases
the ball, the first baseman will return to his nor-
mal position, or begin to charge the plate if 1st
Base Charge has been selected.

3rd Base Charge: Instructs the third baseman
to charge home plate in anticipation of a bunt
when the pitcher begins his windup.

Visit Mound: Activates the Visit Mound screen.
Thisisavailable only once per pitcher perinning.
Pickoff: Instructs the pitcher toattempt a pickoft
of the lead runner. (This is available only when
Pitching mode is set to Computer or Basie, or
when Manage Only is tumed on.)

Pitchout: Instructsthe pitchertothrow afastball
high and wide tothe side of the plate opposite the
batter, either to allow the catcher to attempt to
throw out a baserunner, or as part of an inten-
tional walk. (This is available only in Manage
Only, or when the pitching mode is set to Com-
puter or Basic.)

3l
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. In 1976, George | .|

Brett had his sixth ' | ¢

E consecutive 3-hit
' .game as Kansas Gity.

beat Chicago 13-2,

| “breaking the record-
" held by Rod.Carew,
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¢ Pitch Around:Instructs the pitcher not tothrow
the batter any good pitches, even if he must give
up awalk. The ball, however, could end up in the
strike zome if the pitcher's control is less than
perfect. (Thisisavailable only in Manage Only,
or when pitching mode is set to Computer or
Basic))

* Lineup Card: Lets you review the lineup or
substitute a defensive player.

*  Bullpen: Lets you start arelief pitcher warming
up, or bring a relief pitcher into the game.

* Game Options: Sendsyoutothe Game Options
menu. (Press [Esc] to return.)

* Normal: Cancels all other options {except de-
fensive positions).

¢ Select Pitch: Returns to the Pitch Selection
menu.

Manager Menu (Defensive)

The keypad keys
emulate the eight
directions of the
joystick. [Enter] or
[Spacebar] may he
used as Button 1.
[Ctrl], [Alt], or [Shift]
may be nsed as
Button 2.

Push the joystick/keys,
and press Button 1 or
Butlion 2 s indicated.

As with the offensive options, your available defen-
sive options depend on the current game situction.
For example, you will not be able to call Hold Runner
if no runnetrs are on base.

POSITIONING
FIELDERS

You can control the defensive positioning of each
player on your team. In addition to using standard
defensive strategies (such as setting up adouble play
or positioning your players to protect the lineg), you
can customize your defensive alignments.

Standard Defensive Posilions

The Defensive Positioning screen provides quick
access to a variety of standard fielding options.
Select either the Qutfield or Infield button to
change between options for the two groups of de-
fensive players.

Pre-set options for the outfield include:
Guard Lines: Moves the left and right out-
fielders closer to the foul lines.
Guard Alleys: Moves the left and right out-
fielders closer to center field.

Pre-set options for the infield include:
Guard Lines: Moves the infielders into posi-
tion to guard against hits down the foul line.
Pinch Middle: Moves infielders in toward
the middle of the field, reducing the chance of
a hit up the center.
Double Play: Positions the infielders for a
double play defense.
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% In 1930 Joe Sewell,, 5
: playing thu;d base@foré
t Cleveland, struck out”
2 twice against® '* §
; Chicago’s Pat’ Cara-
‘way, ‘raising his |
1 1 strikeout total for! tl;ua,

3
%
i
H

e s 5 i B

4

"season to 3,the !
mark he held at the i
¢ (end of the season
after playing in 109 of |
i 154/ games. In 1925 | Py
“and in 1829, Sewell © |
' “struck out only 4

. times on the season,’
., the record low for !

i players appearing in
150 or more games.

e g SR
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Custom Positioning of Fielders

In addition to these standard defensive options, you
cen position each fielder exactly where you wish on
the playing field, and then save these customized
fielding configurations for later use. Each team can
have up to three sets of Custom Positions defined for
easy access in the Defensive Positioning screen.

To reposition an individucl player, first click on the
circlerepresenting the player's currentposition. Once
you have selected a player, use the on-screen arrow
buttons to move the player's pogition, or "drag” the
player with the mouse or joystick (move while press-
ing Bution 1))

Once the players are positioned as you want them,
click on OK and the players will assume their posi-
tions. The players will remain in the set defensive
position until the end of the current plate appecrance.
They will then retuin to their default positions for the

next batter.
’ Move out one position

Move right
one position

Move left :
one position ? -

L

Move in one positicn

To create and save a custom fielding arromgement,
click on one of the three Custom buttons. Selecting a
Custom button will disable the buttons controlling
the pre-set fielding options.

Select and move individual players until you have set
the custom locations for your players. When you se-
lect any other button on the screen, the altered Cus-
tom Position will be saved automatically. The Cus-
tom Position is saved until you redefine it.

INSTANT REPLAYS

You can view Instant Replays of all on-field action in
Baseball. After any play, press [F5] or click Yes in the
See Instant Replay? dialog box, orchoose VER on
the Game Options screen. The Game Options screen
can be opened by pressing [Esc] or from the Manager
menus.

From the VCR, you can view a replay as many times
as you wigh, changing the speed and camera angles
each time. When youare done viewing thereplay, you
can resume the game.

You can also save the play to a disk file so you can
replay or edit it later.

The videotape system that controls Instant Replays
and the viewing of game highlights is driven by the
VCRInterface. Commeand buttons on the Control Pamel

(from left to right) are:
e  Quit: Closes the VCR Control Panel and returns
you to the playing field.

e Disk: Loads and saves VCER tapes.

* Player Detail: Opens the Detail screen, which
controls the level of graphic detail displayed in
the stadium, and lets you turn the on-field Player
Detail on amd off. Player Detail displays selected
players’ names, numbers, and positions above
the players’headson-field. See "Changing Game
Settings” on page 59 for more information.
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‘Quit VCR  Player Detail Beginning Reverse
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. which the New-York "
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Fast .

Fast Pause Slow
Reverse [I1 Play Motion
[Y] [P i1

* CAMS: Opens and closes the Camera Angle
Management System™ interface (CAMS™). CAMS
will remain open until you click the CAMS but-
ton again to close it. (You can also use {F10].)

* Beginning: Jumps to the beginning of the tape.
* Fast Reverse: Runs the play backward at fast
speed.

* Reverse: Runs the play backward at normal
speed. If Pause is turned on, the play will step
back one frame per click.

* Pause: Pauses replay. The Pause button will
remain locked until you click it again. If it is
activated, pressing the Plery button will advence
the replay one frame. Pressing the Reverse but-
ton will reverse the replay one frame.

¢  Play: Runs the play forward at normal speed. If
Pause is turned on, Pley moves the play for-
ward one frame at g time.

Fast Play: Runs the play forward at fast speed.
End: Jumps to the end of the tape. '

Slo: Plays the tape at half speed. To resume
normal speed, click the $lo button agcin.

The VCR functions can also be activated with these
keyboard controls:

Quit VCR Q1 Reverse [ul
Disk W1 Pause [I]
Player Detail  [E] Play [O]
CAMS [R] Fast Play 13}
Beginning [T] End ([l

Fast Reverse [Y] Slow Motion [1]

h

AW AT W om

1

M m M

-

Camera Angle Mmﬂéement System™
{CAMS™)

' Using the CAMS interface, youcanchangea camera’s

location, angle, and direction at any time, even while
the play is running.

If you change a camera position during a play. the
play will pause while you make your chm.lges. When
youresume the play, the new camera settings willbe
used. This gives you a level of camera control that
even sportscasters can only dream about. You can
personalize the camera coverage of the game to suit
your tastes and viewing preferences.

Move
Camera

Zoom In/Out /

The buttons on the CAMS panel offer the following
options from the left:

Forward: Moves the camera forward.
Backward: Moves the camera backward.
Left: Moves the camera left.

Right: Moves the camera right.

+« Zoom In: Changes the focus of the active cam-
era to zoom in on the object or on-field action.

¢ Zoom Out: Changes the focus of the active
camera to zoom back for a more long-distance
perspective of the selected object or player.

* Raise: Raises the camera.
Lower: Lowers the camera.

Pan Left: Rotates (or pans) the camera left.
Pan Right: Rotates the camera right.

Pitch Up: Changes the camera pitch up.
Pitch Down: Changes the camera pitch down.

The controls totheright of the CAMS buttons allow youto
chonge the Camera mode. For some camera modes,
multiple camera locations/objects are available.

\ Raise or Lower

Pan Leit/Right
Pitch Up/Down
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& Boston's Jimmie i1
~ Foxx, walking him in, |
6 consecutive plate ' ¢
appearances. .
Despite their efforts, ! -
. Bostonwonthe ¢
- game, 12-8. |
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CAMERA AND

REPLAY MODES

Baseball provides a variety of options for controlling
the cameras that cover the on-field action. You have
five camera modes to choose from:

* Track Object: Allows you to pick an object
{player or ball) as the camera’s focal point. You
can alter the distance (closer/farther) of the cam-
era to the player and rotate (left/rightfup/down)
around the player. The Track Object mode is
similar to Follow Object, except that when the
object changes direction, the Track Object cam-
era maintains its position to keep a consistent
perspective of the object in focus.

* Follow Object: Follows the object {the ball or
player, depending on your selection) from be-
hind. You can decide the distance of the cam-
era to the subject, but not the angle. The cam-
era is always positioned 180 degrees opposite
of the direction the player (or ball) is going.

¢  Static TV: Pans in any direction to track the
selected subject, and will zoom in and out au-
tomatically to keep the subject at a constant
distance, This stationary camera can be placed
anywhere. Its physical location will not change.

* Targel Area: Allows you to define pre-set
cameras for each of nine field regions. You can
edit each camera in Track Object mode. When
this mode is active, the camera (for the selected
field region) will center on the catch zone while
the ball is in the air. Once the ball hits the
ground, the cameras in each region will “track”
the ball until the ball leaves that camera’s
region.

* Free Floating: Stationary camera that you

can place anywhere in the stadium facing in
almost any direction. This camera does not
track or zoom in on any object.

éui
ipe

EDITING VCR TAPES

When you save replays to disk as a “VCR tape.” you
are able to re-run, re-edit, and re-save the camera
views on the play as many times as you wish.

To edit c tape you are viewing, open the CAMS inter-
face by pressing [F10] or clicking on the CAMS but-
ton. As long as the CAMS inierface is on the screen,
you are able to alter the viewing perspectives for the
current replay.

The cameta positions you select while rerunning
tapes can be included on the tape. To record the new
camera position, the camera positioning interface
must be showing, and the frame must be “played”
withthenew camerasettings. Oncerecorded, thenew
camera settings will be saved with the tape.

CHANGING
GAME SETTINGS

You can change the game settings for Baseball by
using the Game Options menu. Open this menu by
pressing [Esc] at any time during game play.

[F1] Help: Opens on-line help.

[F2] Realism/Contrel: Allows you to change the
settings for the current game. In an exhibition game,
any setting may be changed. In a league gamne, how-
ever, you can only change the playing modes, radar
gun, strike zone, and one-pitch mode.

When playing aleague game, the options that cannot
be changed will be disabled. See "Ground Rules” on
page 33 or "Playing Modes” on page 30 for a details.

[F3] Detail: Lets you change the degree of graphic
detail displayed during the simulation to better suit
the video speed of your computer. Options include

ABayppag .
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: In 1980, shortstop |
Freddie Patek, one of .,
| the smallest players
tlin the league atifive - (
" feet, five inches tall |

" and 148 pounds, hit ' d
i 3 home'runs as Cali- .
. fomia beat Boston,
| 20-2. Patek hit only 5
. ‘home runs during the
_ entire season, |

display detail for the field, stadium, and sky, and the
amount of player information for any oHensive or
defensive player(s}. If the action looks choppy on your
PC, try alower detuail setting for one or more displays.
Thesesettingsremainin effectuntil youchange them.

[F'4] Sound: Sets the volume level for sound effects
such as on-field action, crowd noise, vendors, heck-
lers—even the stadium organ. The volume settings
remain in effect until you change them.

[¥'5]1 Replay: Siarts the VCR with the last play in
memory.

[Cirl] + [X] Exit to DOS: (With option to save.)

SAVING GAMES

To quit a game in progress, first exit to the Game
Options menu by pressing the [Esc] key.

League Games: Toquit, press[Ctrl+[X]. You willbe
prompted tc Quit Game? ¥Y/N. If you press the [Y]
key, the game will be saved and you will be returned
to the DOS prompt. If you press [N], you will return to
the game.

Exhibiion Gemes: To quit, press [Crl]+[X]. You will
be prompted to Quit Game? ¥/N. To return to the
game, press [N]. If you press [Y], you will be asked if
you want to Save Game? ¥/N. If you press [Y], the
game will be saved and you will be returned to the
DOS prompt. If you press [N], the game will not be
saved and you willreturn tothe Baseball Menu screens.

If you have saved a game, you will be told “There is
« Saved Game" the next time you start Baseball. If
the suved gameis an exhibition game, you may either
Play/Weatch the game, Save for Later, or Delete
it. Ifitis a league game, you mey either Play/Watch,
Save for Later, orhave the computer Simulate the
remainder of the game.

Any games yousave for later can be restarted from the
Main menu by clicking on Restart Saved Goame.
Next, highlight the game you want and click OK to
continue it.

BATTING PRACTICE

To fine tune your batting skills, go to the Team Roster
screen and select Balting Practice from the Do
menu.

When you take thefield in batting practice, the pitcher
scheduled to start your team’s next game will be on
the mound. The leadoff batter for the appropriate
batting order (vs. left- or right-hand pitching) willbe
at the plate. No other players will be on the field.

The computer will make all pitching decisions and
you will control the batter. Batting Practice will use
the Batting mode defined for your tecm. Tochange the
Batting mode while in Batting Practice, press [Esc] to
open the Game Options menu, then select Realism/
Control (or press [F2]) to change the Batting mode.

Batting Practice doesnot keep track of balls, strikes, or
outs. The current batter and pitcher will continue
practice until you change them via the Lineup Card
or Bullpen options from the Manager menu.

If the batter hits the ball, the game will switch to
Stadium view and the play will continue until the ball
comes to a stop or travels over the outfield fence.

Il Note: Batting order
and starting rotation must
bedefinedinthe Team Ros-
terBatting Order screen be-
fore you can begin Batting
Practice.
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LEAGUE PLAY

BUILDING
ASSOCIATIONS

Baseball not only allows you to manage a profes-
sional team, but to create entire associations con-
sisting of leagues and divisions organized to sat-
isty your baseball fantasies. You have the freedom
to mix historical teams with major league teams
from the 1994 season, and can even enter your own
favorite teams from the past or fantasy teams for
use in your associations.

To build a new association, select New in the Asso-
ciation menu. This will open the New Association
Configuration dialog box.

Choosing the Association Type
and Configuration

To start, you must select the type and configurction of
the new association. Use the crrow buttons cit the top
to set the number of teams.

Ctarew G fanditesseason

" Nuribér of aued
‘®' ‘one 122tsam; leagui AND -
H - @ne19-team league

. Leaguel .

An association may have from 810 48 teams. Selecting
the number ofteams will aqutomatically determine the

B R
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league and division configurations available for that
particuler number of teams. Baseball provides 48
association/league configurations.

Below the “slider” conirol that sets the number of
teams are option buitons for setting the association
type to either Career or Single-Season. In Career
associations, new players are drafted each year. As
the seasons pass, these players accumulate career
statistics, age, and eventually retire. In Single-Sea-
son associdations, no drafts take place, no players age
or retire, and no career totals are recorded.

After you have set the number of teams and selected
the league configuration emd association type, ¢lick
on the Accept button. The program will take you to
the Select Teams screen.

Selecting Teams

You may accept the default teams chosen by Basebail
or you may select teams for the new association and
place themin theleagues and divisions of your choice.

Baseball will automaticaily fill your new association
with default teams. The first league in the associa-
tion, ifit has 8to 14 teams, will be filled cutomeatically
with teams from the National Baseball League of the
MLBPA 1994 association included with Baseball The
second league, ifithas8to 14 teams, will be filled with
teams from the American Baseball Lecgue. The third
league (as well asleagues one and twoif eitherhas 18
teams} will be filled with generated defaqult teams
from the Sierra League Baseball association.

When you select teams, you may use teams from any
existing association, including the single-team asso-
ciations created by the DATAIN program. (For more
information about entering teams from the past into
Baseball, see “Entering Custom Team Data” on page
102} Teams retain the team data they had in their
previous association, including the type of ownership
(Humeam or Computer).

Anig anbporg .
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Nat auailable

To copy a team into the new association, ¢lick on the
team name in the list box on the right side of the
Source Association box, then click on one of the Team
text boxes on the right side of the New Asscciation
box. Use the league and divisien radio buttons in the
Source Assocication box tochange the teams shown in
the list box. You can change the source association by
selecting Load New Source in the Do menu.

This screen also allows you to change the default
names for the association, leagues, and divisions.
Click on the text box you wish to change and then type
in a new name.

After you have made your changes to league and
division names and you are satisfied with the orgami-
zation and placement of teams in your new associa-
tion, click on Continue in the Do menu to save the
association.

Initial Player Drait Option

After saving the association, a dialog box will ask
you whether you want to have an initial player
draft for your new association. i you select this
option, all the players from the teams you assigned

E

to the association are placed in a pool. Initial ros-
ters are thendetermined by a playerdraft. The draft
order is randomly determined in an Initial Draft.

If you choose to have an initial player draft when
creating o new association, Start/Resume Draft
will appedar as an option in the Do Menu of the Asso-
ciation Deta screen. Select this to begin the draft.

The computer will automatically make draft deci-
sions for computer-owned teams, cnd for cny teams
that have Free Ageni Drailt selected under the
Computer GM options cn the Team Data screen.

For more information about the drafting process, see
“Player Drafts” on page 98.

Setling Schedule Length

Next, youmust decide the length of the season for your
new association.

The Select Schedule Length diglog box shows the
number of games played by each league for each
season option: Short, Half, and Full. The number of
games varies with the number of teams in the
leagues. For Career associations, the Short sched-
uleis not available, and the schedule length selec-
tion is permanent. In Single-Season associations, a
new schedule length may be selected each season.

Click the option button for the length of season you
pretfer, and click on Accept to continue.

Apnlg onboog l
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Setting Ground Rules

You may also define the Ground Rules for your asso-
ciation. Caution: Ground rules for a Single-Season
association are in force for the entire season—youcan
change them during the off-season only. Groundrules
tor a Career association are set permanently prior to
the first game of the first season, and cannot be
changed thereafter.

o [T Vsl

Opticns include Use Ratings, Injuries, Fatigue,
Base Stealing. Fielding Errors, and Pitch fo
Center. For a detailed explanation of each of these
options, please see "Ground Rules” on page 33.

If you have a 14-team league in your association, and
you are using a full-length schedule, Baseball offers
twotypesofschedules. Historical will use the sched-
uling model in effect in professional baseball. Divi- y

sional will create a schedule that assures your team él a
of playing the majority of its games against teams I :
within the same divisjon. E, = Man___ fsrociation Team B ___ Shew  Hele
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'In 1931, Phlla- L ;f' Short Halt Full  DIVISION, 2: Rl J, owision 2 S
 delphia’s 31 year-old, " Season  Season  Season E| B m;mm«- 3: AT P ———
| Leﬂy Grove had hlS ! i Use! Ratings, , ] K. Fatigue Botoa |
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0n|y 4 IOSSES for an ‘é :‘ 10 18 90 162 E" B Front Page Sports: Baseball - April 3, 19949 MLBPR 1994
posatessewr o w | w w om | gy
: JHis
! 2.05 ERA was more % ' 14 08 90 162 | You activate a ground rule by selecting the opticn
than 2.25 runs less s w/2div E' . button in front of it. If selected, that playing condition
.than the league ave'r-jé ’ is turned on for the entire association.
;age, and he led the | 14 as 76 162 «
Hleague in strikeouts- wi 3div. E ' You can select the Designated Hitter rule sepa-
Wlth 175in 280 in-1 ‘ . rately for each league within the association by
nings pitched while ! 16 0 88 160 E- . clicking on the Designated Hitter option box for
completing 27 of h|s I that league. Unlike other Ground Rules, the DH can
20 starts. ; E:; . be set for each individual league in your associa-
g h . ‘l tion, and can be changed between seasons, even in
(_)ncey0uhc1vesettl.les:chedulelen_gthfort eassocia- g‘ a a Career association.
tion, the new association process is complete.
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Resetling Teams

When teams are selected for a new assaciation, they
will retain the ownership and any Computer General
Manager settings they possessed in their original
association. (For information about ownership and
the Computer GM options, see "Setting Team Data”
onpage b9.)Ii, forinstance, a team was Human-owned

and had all of the General Manager functions dis- -

abled, those settings would be copied into the new
association, You may use the Reset Teams option to
change the ownership of all the teams in your asso-

ciation or to set the Computer GM functions for alt -

Human-owned teams in the association.

Qnri'apguhgr ‘GM
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To reset teams, select the Reset Teams item in the
Do menu on the Association Data screen. You can
reset these options at any time during a season.

The Reset Teams option is especially useful when
creating a new association using teams from your
existing associations because teams retain all their
team data. You may also want to use this to set all
teams to Human-owned with the Sign Free Agents,
Propose Trades, and Respond to Trades options turned
off, so you can exactly duplicate trades and free agent
signingsofyourfavoritereal-world professional base-
ball association.

TEAMS ANDROSTERS
Buying a Team

All teams in a new association start with their Own-
ership listed as Computer, unless they were Hu-
mcm-owned teams copied into the new association.
(See Selecting Teams on page 63.) You may "buy” any
team by changing its ownership from Computer to
Human, or "sell” a team by changing ownership
from Humen to Computer. You may buy or sell a
team at any point during the season.

To change the ownership of a team, select Data
from the Team menu, then click on the Ownership
text box.

Setting Team Dala

Setting Stadium and Nearest City

Each team has a home stadium located in or near a
city. The stadium model and the city can affect play-
ers’ ratings during a game. Twelve stadium models
and 85 cities are included in the game. The nearest
city, and the calendar date of the game, determine the
weather for the game. The weather affects ratings
(except when using the Astrodome indoor stadium
model).

You may change your stadium model or move your
team toanew city priortothe first gome of any season.
To change these, click on the appropriate text box. A
dialog box will show you a list of available choices.
Scroll through the list until the desired model or city
appears, then click on that item and click OK.

Delegating Roster Management to the
Computer General Manager

Baseball provides a Computer General Manager to
handle any management functions you wish to del-
egate. Thisallowsyou toconcentrate on the aspectsof
team management that interest you, while leaving
routine functions to the discretion of your computer
assistant.

Anlg anbnory .
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Management options that con be delegated to the
Computer GM include:

Reassign Players: This sets the degree of control
the Computer GM will have over the team’s players.
When this option is selected, the computer will make
decisions about roster assignments, resting players,
cnd moving players to and from the Disabled List.
When Reassign Players is activated. the three
options listed directly below it are also available:
Propose Trades: The Computer GM will
initiate trade proposals with other teams.
Respond to Trades: The Computer GM
will make decisions concerning trade proposals
received from other teams,
Sign Free Agents: The Computer GM will
sign free agents as needed for the team.

Amateur Draft;: The Computer GM will make draft
selections for the team in the annual Amateur draft in
Tune.

Free Agent Draft The Computer GM will make
draft selections for the team in the annual Free Agent
Drartt.

Changing Other Team Data

Youmay pick outanew team name, nickname, abbre-
viation, or manager for your team by clicking in the
appropriate text box, pressing Delete, and typing in
your new choices.

Changing Uniform Celors

Select Chemge Colors from the Domenuto gotothe
Uniform Color screen. You may customize the color
that will be used for caps and trim on your team'’s
uniform. The screen will show a batter, pitcher, and
fielder in the batter-pitcher view. Adjust the R (red),
G (green), and B (blue) slider bars up and down to
alter the combination of basic colors and change the
hue. When you are finished, click on Save to save
these settings.

Note: You cannot change your uniform colors after
the first game of the season.
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Rosters

Single-Season asscciation teams consist of a 40-man
roster divided into an active roster and a reserve
roster. {(In Career associations, you have an addi-
tional 10-man Low Minors roster.} The active roster
holds the players who are available for use during
games, and the reserve roster contains players on
your top minor league team (AAA) or on the Disabled
List (DL). From Opening Day until August 31, the
active roster con have a maximum of 25 players. From
September 1 until the last day of the regular season,
teams may expand the active roster to as many as 40
players by promoting players from AAA and the Dis-
abled List. The total number of players, however, still
may not exceed 40.

You may move players between the active roster and
AAA freely at any time. (Exeception: During the play-
offs, youmay promote onlya AA A player toreplace an
injured player. You may place injured players on the
Disabled List {DL) at any time, but once placed on the
disabled list, players must remain there at least 15
days. A maximum of 15 players may be on the DL and
at AAA at any given time.

In a Career association, each team also has a
separate Low Minors roster, which may have up to
10 players. This represents the team’s farm system.
Players are assigned to the Low Minors when
drafted in the June Amateur Draft. Players may be
promoted from the Low Minors to the 40-man roster
at any time, but once promoted, they may not be
returned to the Low Minors roster. A player under
the age of 26 may, however, be released to the free
agent peool, then re-signed one day later and as-
signed again to the Low Minors roster. Of course,
the player may be signed by another team before
the original team can re-sign him.

A player traded from a team’s Low Minors roster may
be placed on the new team’s Low Minors roster or the
major league roster, but a player traded from a major
league roster may not be placed on his new team's
Low Minors roster.

Il Note:September Ros-
ter Expansion is only avail-
able for associations play-
ingafull-lengthseason.For
associations with shorter
seqasons, the active roster
willremain fixed at 25 play-
ers for the entire season.
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PLAYERS
Ratings

All players have several basicratings, which range
from 0 to 99. These numbers indicate the player's
current skill levels. The higher the numeric rating,
the more skill the player possesses. The lower the
rating, the lower the skill level. The ratings are
divided into two categories: Batting/Fielding rat-
ings and Pitching ratings. However, since pitchers
can bat, and batters may occasionally pitch, all
players are rated in both categories.

In a Career association, certain skill ratings will
change during the course of a player's career, improv-
ing from work during spring training and slowly de-
clining as the player ages. Ratings that change over
the seasons are marked with an asterisk.

Batiting and Fielding Ratings

Contact Hitling* CH
This rating indicates how often the player makes
contact, putting the ball into play.

Power Hitling* PH :
Thisrating indicateshow hard the player hitsthe ball.

Speed* Sp
This rating indicates how fast the player runs.

Fielding Rbhilily* FA

This rating indicates how well the player plays his
position. A player will have an FA rating for all nine
positions.

Arm Strength* AS
This rating indicates how far and how accurately the
player throws the ball.

Pull Pull
This rating indicates how likely the batter is to “pull”
the ball. A batter whose Pull is 70 or more is a strong

pull hitter, one whose Pull is near 50 is a spray hitter,
cand one whose Pull is 30 or less is an opposite field
hitter.

Groundhall/Flyball G/T

Thisrating indicates how likely the batteristohititon
the ground orin the air. A batter with ahigh G/Frating
hits more on the ground; one with alow G/F hits more
in the air.

Pitching Ratings

Holding Runners* HdRn
Thisrating indicates how effectively the pitcher holds
base runners.

Endurance* EN

This rating indicates how many pitches a pitcher can
throwin agame before losing his effectiveness. While
this rating determines the number of pitches that can
be thrown before tiring, the value of the rating does
not represent the actual number of pitches.

Control* co
Thisratingindicates how accurately the pitcher throws
at his target location.

GroundballFlyball G/F

This rating indicates how likely the batter is 1o hit the
pitcher's pitch on the ground or in the air. A pitcher
with a high G/F rating gets more pitches hit on the
ground; one with a low G/F has more hit in the air.

Fastball* FB

This is the standard pitch that nearly every pitcher
has in his repertoire. Its flight path is essentially
straight from the pitcher’s hand to the targeted loca-
tion in the strike zone.

Curveball* CB

The basic breaking ball, this pitch curves down and
away from a batter batting from the same side of the
plate as the pitcher is throwing {e.g., both are right-
handed).

Il Note: Asterisk (*) in-
dicates ratings that
change over time.
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Change-Up* CU
Also known as an off-speed pitch, the change-up is
about 15 M.P.H. slower than the pitcher's fastball.

Slider* SL

Acrossbetween afastball and acurve, aslider breaks
away from a same-handed batter like the curveball.
The slider has more horizontal break than vertical
bredak,

Sinker* SI
This pitch has very little horizontal break, but drops
substantially when it reaches the plate.

Screwball* sSC
A "reverse curveball,” this pitch breaks toward a
same-handed hatter,

Knuckleball* KN

A pitch thrown with almost no spin, the knuckleball is
susceptible to cny random air currents between the
mound and plate and breaks very unpredictably.

A pitcher will have a rating for each of the seven
pitches, but to use a given pitch in a game, his rating
must be 30 or greater. If a pitcher has more them four
pitches for which he is rated 30 or higher, only the top
tour pitches are available.

Each player has three different sets of ratings, which

are used at various points:

s  Actualratings represent the player's normal per-
formance levels as shown on the roster screen.
Actual ratings do not change during the season.

*  Potential ratings represent the maximum level
the player mayreach in hiscareer. You will never
actually seeaplayer’s potentialratings. A player's
actual ratings may increase during spring train-
ing, but will never surpass the level of his poten-
tial ratings.

* Effectiveratings are up-to-the-minute player rat-
ings used during a game. The effects of injuries,
pitcher endurance, and any situational ratings
are reflected in a player’s effective ratings.

EZ‘I

Situational Medifiers

Each player has situational moditiers for both batting
and pitching, which are applied to a batter’s Contact
Hitting and Power Hitting ratings, based on the cur-
rent game situation. The situations are:

vs. Leit vsL
Modifies the batter's ability to hit against left-handed

pitchers.

Home Home
Modifies the batter’s ability in home games.

Scoring Posilion ScPos
Modifies the batter's ability when hitting with base-
rnunners in scoring position {on second or third base).

Close & Laite Ca&L
Modifies the batter’s ability in late innings of a close
game.

Monthly

Modifies the batter's ability in each month of the
season: April, May, June, July, August, and Septem-
ber/October.

A situational modifier that is above 50 mecns that the
batter tends to dobetter in this situation. One below 50
indicates that he does worse. However, each of these
modifiers has an opposite form. For example, if a
batter has « 55 vs. Left rating, he hasg a 45 vs. Right
rating. Each of the batter's and the pitcher's situ-
ational ratings or their opposites will be applied on
each plate appearance.

Roster and Stalistics Screens

Statistics maintained by Baseball are available from
a variety of locations within the game. To see ratings
and statistics for individual players on your team,
select the Roster option in the Team menu. To view
player and team statistics, select the Statistics item
from the Team menu. To view current league leaders
in the various statistical categories, select the Statis-
tics item in the Association menu.
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Statistics are maintained for all players on three
levels: weekly, seasonal, and in a Career association,
for the duration of a player’s career. When using
players you have entered from historical baseball
teams or players that we have included in Basebali,
the actual historical statistics of the players are also
available for review, The Show menu of the Team
Roster, Team Statistics, and League Statistics screens
lets you select the set of statistics you wish to view.,

Many supplementary statistics are also available
based upon situational conditions such as Home and
Away games or vs. left- or right-handed pitchers.

Onany ofthese screens, youmay printthe data shown
by selecting Print on the Do menu.

Roster Displays
Many of the Menu screens have a roster display
showing playerratings and statistics. The datashown
in these displays can be customized to meet your
informational needs.

On screens with roster displays, such as the Team
Roster screens, the Show menu allows you to change
the roster display to show Batting/Fielding stats or
Pitching stats. You may also select the time frame for
which statistics are shown: Accumulated statistics
from games you play can be shown for the previous
week, for the current season, or for a player’s Baseball
career (in a Career association). For players included
in Basebail, or players you enter using the DATAIN
program (see page 102), you may also review histori-
cal statistics. (On some screens, some options may not
be available.}

Ifrnnl Page Spor’ts Basehall = Mag 24, 1999

To rearrange the data being displayed, select
Chuange Columns in the Do menu. To change
information displayed in an individual column,
click on the column heading you wish to alter. Pick
the new data item from the list box by clicking on it.
The data set currently displayed in the list box is
controlled by the option buttons on the left side of
the screen. Each of these will open a new data set
for selection in the list box. The roster display can
be sorted by any statistic by clicking on a column
heading. Clicking on HR, for instance, will aquto-
matically display the list according to the number
of home runs each player has hit.
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Setling the Starting Lineups

You may set starting lineups for your team for use
against left- and right-handed starting pitcherson the
Team Roster screen. To show the batting orders, se-
lect Batling Order vs. LHP or Batting Order vs.
RHP from the Show menu. To show the defensive
lineups, select Defense vs. LHP or Defense vs.
RHP. These displays let you manage your batting
order and defensive lineup with all the flexibility
available to a major league manager.

The Batting Order display shows the players cur-
rently assigned to each of the nine places in the
batting order for games against the specified type of
pitcher (right or left handed). To make a change, click
on the player in the Roster display. and then click in
the textbox where you want toplace himin the Batting
Order display. If he was in the lineup already, he will
swap places with the player in his new spot. If he was
not already in the order, he will replace the player
who wes there.

To move a player in the defensive lineup, switch to
the Defense vs, LHP or Defense vs. RHP
display from the Show menu, highlight the player’s
name in the digplayed roster, and click on the slot
in the defensive lineup where you wish to insert
him. If the selected player is already in the game,
he will trade positions with the player already in
that position. If the selected player is not already in
the game, the player currently in that position will
be removed from the game. The new player will
assume both the defensive position and the place
in the batting order occupied by the exiting player.

The Defensive Lineup screenisinterlinked with the
Batting Order screen. If you replace a fielder in the
defensive lineup, the new player will automati-
cally assume the position in the batting order held
by the player hereplaces. Conversely, substituting
a player in the batting order will automatically
place him in the fielding position of the player he
replaced.

Teams with an empty space in their batting order
(for either LHP or RHP) ccmnot start games or bat-
ting practice until those empty spaces are filled.

IR Note: In designated
hitter leagues, the DH re-
places the pitcher in the
batting order. Pitcher and
DH substitutions are made
separately.
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- finishedi4th,
. games behind Brook- ¥
i lyn as the pitching
staff posted a 4.44
ERA, only 24 pointg’ ' s
better than! Iast-place

You must also assign roles to the pitchers on your
team. This includes establishing a starting rotation
and, at your option, assigning specific relief roles to
non-starting pitchers. You may do this from the Team
Roster screen by choosing Pitching Staff Holes
from the Show menu.

When controlling your team during a game, you can
use any available pitcher in any capacity. The saved
bullpen assignments, however, will be used by the
computer when simulating games involving your
team.

To start, establish ¢ starting rotation of four or five
pitchers. These will be the regular pitchers who
start games for your team. When needed, because
of injuries, this starting rotation will be supple-
mented by the pitchers you designate as Long Re-
lief/Spot Starters.

The Endurance rating (EN) is your primary guide in
determining the best utilization of a pitcher. An EN
rating of B0 or better qualifies a pitcher to be a starter.
A pitcher with a low EN rating is better qualified fora
short relief role (Setup Men or Closers).

You can select specific pitchers as Middle Relievers
and Setup Men. When choosing a Closer from your
bullpen staff, you probably want to use a pitcher with
a very good Control (CO) rating.

Youmay alsoleave any bullpen role empty (except for
the first four starting pitchers). To take a pitcher out of
an assigned slot, scroll to the bottom of the displayed
roster, where you will see a blank line. Click on the
blank line, and then click on the player you want to
remove.

If you opt to make no specific bullpen assignments,
the computer will use its best judgment in determin-
ing the use of relief pitchers.

To change assignments, click on the desired text box
containing the pitcher currently assigned to a role,
and then click on a name from the displayed roster.
The two pitchers will exchange places and roles.

Reassigning Players

The players on your Baseball team may be assigned
to the active roster, AAA, the DL, or, in a Career
association, to the Low Minors. (See "Teams and Ros-
ters” on page 69 for a detailed explanation of the
various rosters.) From time to time, you may need to
make changes inthese assignments. Todothis, select
Reassign Players from the Do menu on the Team
Roster screen.

The top four list boxes show the players currently on
your team's various rosters. The buttons above the
lists identify the roster and indicate the number of
players currently on that list. The bottom four lists are
used to move players on and off the roster.

Il Note: A team cannot
startagame orbatting prac-
tice until its top four start-
ing pitcherspotshavebeen

filled.
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To move players between these rosters, highlight the
player's name and then click on the button above the
list to which the player is to be moved.

You can move players freely between the rosters
listed on the top haltf of the screen. The lists on the
bottom halt of the screen, however, vary in how you
can use them.

If you have signed a free agent, his name will appecar
inthe Signed Free Agent list Priorto starting your
next game, you must assign him to one of the team
rosters on the top half of the screen. Click on the free
agent’'s name, and then click on the roster to which
you wish to assign him.

The Released Players list shows the player (or
players) you have released from your roster. Click on
a player's name in any list, then click on the Re-
leased Players button to move a player to this list.
If you have inadvertently moved a player here, you
can move him back to any of the top four list boxes.

If a player trade has been finalized, your new players
will appear in the Receive In Trade list. These
players must be assigned to one of the team rosters
prior to your next scheduled game. The players you
have offered in trade to another team will appear in
the Send In Trade list. This is for your information
only. You cannot alter this list or make a trade pro-
posal from this screen.

L_‘ﬁ
"

E

Trading Players
To explore possible player trades with another team,
select Propose Trade on the Do menu of the Team
Roster screen. The screen will change to show the
trade proposal display.

bdi \igﬁﬂpz Hem- "
Sayder, Cory
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You may use this display in two ways. You may put
one of your players “on the auction block” to see
what other teams offerin exchange, or you may ask
another team for a player to see what they will
demand in return.

To see other teams’ responses on a player you are
willing to trade away, make sure your players are
shown in the roster display by selecting Players 1o
SEND inthe Show menu. Click on the player thatyou
are willing to part with, then click on the Send text
bozx. The player's name will appear in the box. Then
click Get Response to SEND in the Do menu. The
Computer General Managers (GMs) of all of the other
teamsinthe association will take alook at yourplayer
and, if they are interested, will offer a player in ex-
change. The names of all interested teams will ap-
pear in the Team list box. To see each offer, click on
the team name, and the player will appear in the
Receive box.

B Note: You may send
or receive up to three play-
ers in trade at a time. You
may also make "uneven”
trades: one for three, three
for two, etc.
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To find the right player to {ill your team’s needs,
choose Set Criterida from the Do menu. A dialog box
will ask you o set your requirements. You may select
players based on their current team, qualified posi-
tions, batting and pitching hands, minimum ratings,
age, and current roster status (active, AAA, or Low
Minors). The roster display will change to show the
players who meet your criteria. If you see one you are
interested in, click on his name, then click in the
Receive text box. Select Gel Response to RE-
CEIVE, and the other team will name the player
wanted in exchange in the Send box.

Once you have found a deal you are happy with,
make sure the proper players are in the Send and
Receive boxes and select Submit Trade from
the Do menu. Messages will appear in the Team
News of each team. If the team you are proposing a
trade to is a Human-owned team, the GM will have
one game day to respond to your offer. Computer
teams will respond at the end of the game day. You
may withdraw your offer at any time before the
other team takes action on it by clicking on Team
News. (See "Team News" on page 88.)

Two things to remember about proposing trades:

1. If you are proposing a trade to a Human-owned
tecm that has "Respond to Trade” turned off on
the Computer GM settings, the team might not
accept a trade that the Computer GM approved
during negotiations.

2. You may submit any trade, even if the players
involved were not the ones listed by the Com-
puter GMasoneshe wantedtotrade. Heisasking
for the player he wants the most, but may accept
another.

Trades have some restrictions. Players on the Dis-
abled List may not be traded. Also, after August 31
(in associations with full-length schedules) you
may trade with teams in the same league only. For
example, if you owned ateam in the National Base-
ball League, you could not trade with teams in the
American Baseball League. Finally, no trades may
be made during the playoffs.

If your trade proposal is accepted, a message will
appear in your Team News. Click on that message to
assign the player to one of your rosters. (Players
received from another team's active or AAA rosters
may not be placed on your Low Minors roster.) You
must assign the player before you can start your next
game. (See “Reassigning Players” on page 81.)

If you receive a trade proposal from ¢nother team, a
message will appear in your Team News. Click on
that message torespond to the trade. If you accept the
trade, youmust assign the player before you start your
next game.

Anig anbnon .
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Claiming Free Agents
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You may sign free agents at any time during the
season and assign them to any of the team’s rosters.
To sign a free agent, or to see what talent is currently
available, select Claim Free Agent under the Do
menu on the Team Roster screen. The roster display
will change to show dall the players currently avail-
able in the free agent pool.

You cem filter the list to show only players who meet
certain requirements by using the Set Criteriea op-
tion under the Do menu. A dialog box will appear that
will allow you to select players by position, batting or
pitching hand, minimum ratings requirements, or
age. Click on OK to change the roster display toshow
only those players who meet your requirements. You
may click on the Team and Free Agents options
on the Show menu to toggle the roster display
between showing your team and the players who
meet the requirements you set up on the Set Crite-
ria dialog box.

If you see a free agent you wish to sign, click on the
free agent's name, then click on the Claim text box
above the roster display. The player's name will ap-
pearin the textbox. Choose Submit Claimunder the
Do menu to notify the Commissioner’s Office of your
desire to sign this player to acontract. While the day’s
games are being played, the Commissioner's Office
will respond to free agent claims. If two or more teams
claim the same free agent, he will be awarded to the
team with the poorest winning percentage.

Ifthe Commissioner’s Office approves your free agent
claim, a message will appear in your Team News.
Double-click that message and the Roster Assign-
ments dialog box (see page 81) will appear, allowing
you to determine to which of the various team rosters
the new player(s) will be assigned. You must assign
the player to the active, reserve, or Low Minors roster
before you can start your next game.

Player Health

Injuries

In Baseball, as in re«l life, players may be injured.
Injuries may be minor, resulting in a reduction of
abilities for a period of days, or serious enough toend
a player's career. (Any injuries sustained in exhibi-
tion play, regardless of severity, are notrecorded after
the exhibition game concludes.) When a player is
injured, he must be replaced. If the player is on a
human-controlled team, the game will automatically
go to the Lineup Card for that team.

After the game, look at the Team News to find cut how
severe the injury is, and how long the player is ex-
pected to be hurt. If the player is listed as “day-to-
day,” he may be used in games, but he will heal more
slowly than if he is allowed torest. If a player is listed
as “expected out for” some period of time, he cannot
be used in a game. The player’s status is listed in the
Health column on the Team Roster. A healthy player
is listed as "OK." A player who is injured, but able to
play, is listed as "HURT.” and a player who cannot
play is listed as "OUT.”

Anig anbneon l
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Sixteen years Iater; ;
, atd2yearsofage, ¢
.+he struck out'301 ini

| 239 1/3 inningsifor | *':
| an 11.32K's/9 rate

Heualing
Injured players heal alittle bit every day. The amount
that they heal depends on how they are used each
day. A player who plays most of a game will not heal
very much. One who appears briefly in a game will
heal more, and one who does not play at all will heal
the most. A player heals fastest when he is placed on
the Disabled List, but a player cannot be brought back
from the DL for at least 15 days, even if he fully
recovers from his injury sconer.

' Some players may incur injuries that will leave them

listed as “day-to-day” for an extended period of time.
If a player continues in this state for more than g few

days, you should consider placing him on the Dis- -

abled List.

Team News

You can read daily news about trades and trade
proposals, injury reports, and roster moves on the
Team News screen. Click on the News option under
the Team menu io see the daily report.

The team’s current record cnd standing in the division
is displayed at the top of the Team News screen. The
Transactions report in the upper half of the screen
shows roster moves and trade proposals.

You can take the following actions by clicking on

items in Transactions:

¢ Trades proposed by your team: Cancels a
pending trade proposal you have made to an-
other team. A dialog box will ask you to confirm
the cancellation.

* Trades proposed by other teams: Lets you
acceptorrejectatrade proposed by anotherteam.
If you accept the trade, you will go directly to the
Reassign Players dialog box to make the neces-
sary roster adjustments,

* Trades accepted by other teams:
Opens the Reassign Players screen, where you
can assign these players to your roster.

il

Ea

+ Free agent claims by the team: Cancelsa
pending claim you have on a free agent.

* Free agentisignings by the team: Finalizes
a free agent claim that has been approved by the
league and opens the Reassign Players screen,
where you can make the necessary roster adjust-
ments.

* Players dralted by the team:

Cpens the Reassign Players screen, where you
can assign the new players to your roster.

The lower half of the Team News screen shows the
injury status of team members. If the Injuries report is
longer than the display area, you can use the scroll
baron theright to move down the list. Noaction can be
taken from the Injuries report.

Anig oanbner l
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DAILY ACTIVITIES
Resolving League Games

Baseball schedules games for each team in an asso-
ciation. Teams may play games every day, although
they generally get a day off at least every two weeks
or so. All games for a current day must be resolved
before the association can proceed to the next day.

Play vs. Simulate

League games may be either played or simulated.
When a game is played, you see the game take place
on your screen, and if either of the teams involved is
Human-owned, you can take control of that team. You
might also watch a game between two Computer-
owned teams to scout an upcoming opponent for a
team you control.

When a game is simulated, the computer controls
both teams, and the game is not shown on screen.
Because the computer makes all the decisions eand no
graphics are shown, a simulated game takes much
less time than one that is played. All games are setto
simulate by deicult, but you can set any individual
game to be played on either the League Schedule or
Team Schedule screens.

Starting League Games Irom the
League Schedule Screen

The League Schedule shows a daily schedule con-
taining the individual games slated for that day in
each league. To access the League Schedule, select
Schedule underthe Association menuheading. You
may switch between leagues within an Association
by selecting thedesired league under the Show menu.
To display the League Schedule by date, select Date
from the Show menu, and enter the desired date in the
dialog box.

For games that have not been resclved, the League
Schedule shows the pitchers scheduled to start the
game, their respective Won-Lost records, and their

Front Fage. Sporvts ‘Batdeball « Rpril ¥, 29949

current ERA. For games that have already been con-
cluded, the League Schedule shows the final score. It
also shows the winning and losing pitchers, as well
as a save, if one was ecamed.

You may choose to play or simulate individual
games by clicking on the button for that game. To
start a single game on the League Schedule, click on
the game listing in the current day’s schedule. If the
Sim button is set, the computer will cutomatically
simulate the selected game. If you have set itfor Plery,
the game will begin when you click on it. You will be
asked to choose the controls for each Humean-owned

Anig onbnorg l
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team in the game: Computer, Keyboard, or Joystick 1
or 2 (if available). Next, you will be asked to confirm
the starting pitcher and lineup for each Human-owned
team in the game. See “Settmg Starting Pitchers and
Lineups” on page 35.

From the League Schedule screen, you can alsc select
the Simulate option under the Do menu to simulate
groups of games at once. You can simulate all games
for the currentday, or all games until the next game to
be played, or until ¢ date that you specify.

Once games have been completed, you may use the
League Schedule screen to see the box score and
highlights for that game by clicking on the game
listing. These box scores are available for seven days
after the game is resolved.

Starting League Games from the Team
Schedule Screen

Another scheduling option to use in selecting games
is the Team Schedule. Each team'’s schedule can be
viewed on a calendar. Selecting Schedule from the
Team menu will open the Team Schedule screen.

Home games are designated by blue dates, away
games by gray dates, and off days by dark green dates
on the calendar. For unresolved games, the schedule
showstheteam s starting pitcherslated for thatgame.
For instance, a game listing that showed “SP:82“
would indicate that Starting Pitcher 2 in the team’s
rotation will be the starter for that game.

For completed games, the team schedule will show
the scores for the two teams. Box scores and high-
lights are available for all games played within the
last week. If abox score is available for the game, the
word “Box” will appear just above the teain scores.
The current date is indicated by a yellow highlight
around the box. You can move forward and backward
through the season schedule by using the scroll bar
on the right side of the screen.

Front Page pols: Basebail - flugust 21, 1993

You can select which future games will be simulated
by the computer and which ones you wish to play by
using the small check boxes in the lower right corner
of the display. This lets you play only those games of
particular interest toyou and have the computer simu-
late the remaining games.

The currentgamedayisindicated by ayellow outline.
You can start the current day’s game on the Team
Schedule by clicking on it. You may also click on any
of the previous seven days to see the box score for that
game.

To print a team's schedule, select Print under the Do
menu.

Starting League Games

with QuickStart

You can quickly begin play by selecting the
QuickStart option in the Main menu. If QuickStart
is set to Association, choosing QuickStart on the
Main menu will immediately start to play the next
lecrgue game for the selected team, if possible. You
will have the option of altering the default lineup and
starting pitcher for the game before it begins.

An]g oanbnarg .
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- Sometimes QuickStart will not be able to start o

league game, depending upon a variety of schedul-
ing factors. When starting league play, GuickStart
will first simulate emy games set to simulate involy-
ing other teams for that date, and then start the next
game for the selected team. If the selected tecm’s
game for the current date has already been played,
and there are unresolved games set to play for the
current date, QuickStart will not be available. If
there are games set to simulate for the selected team,
however, QuickStart will simulate them, and then
proceed to the next game day.

If the selected team has unresolved roster issues
{unfilled pitching assignments, unassigned players,
etc.) QuickStart will not be available.

To change the QuickStart settings, sclect Prefer-
ences from the Main menu. You can set @uickStart
to either Association or Exhibition by clicking the
appropriate button.

League Standings

The League Standings screen provides a variety of

information relating to the Won-Lost records of the

teams in the association. In addition to the cunrent
divisional standings, the League Standings screen
also displays the following:

¢  l-run:Record in games decided (won or lost} by
one run.

X-inn: Record in extra inning games.

L-10: Each team’s record for their last 10 games.
Strealk: Each team’s current winning or losing
streak.

*+  wvs.LHP/vs. RHP:Eachteam's Won-Lostrecords
against both left- and right-handed pitchers.
(Click title to change.)

* Home/Road: Home and away records. (Click
title to change.)

* InDiv/NenDiv: Won-Lostrecordsagainstteams
in division and teams out of division. (Click title
to change.)

Front Pag Sports: Baseball - Dctober 3, 1993
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To display the standings for anocther league in the
association, select that league on the Show menu.
Standings can be printed by selecting Print under
the Do menu. The Standings will be printed using the
current information displayed. If you wish to print
other information, change the on-screen display be-
fore printing.

Anig onbmoorg .
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ANNUAL ACTIVITIES
All-Star Game

Each half and full season schedule has a three-day
break near midseason. An All-Star gameis scheduled
for the second day of the break. To start the All-Star
game, go to the League Schedule screen by choosing
Schedule from the Association menu.

The All-Star teams are selected by the computer. In «
single-league association with either one or three
divisions, or in an association with three leagues, the
teams are divided into Red and Blue groups and the
computer selects the best players from each group to
make All-Star teams. In a single-association league
with twodivisions, or in atwo-league association, the
computer selects playersiromeach division orleague
to make teams.

You may play or simulate the All-Star game. Injuries
will be recorded for this game, but statistics will not.

Playofi Schedules

After the regular season schedule has been played,

the best teams in each division or league may ad- -

vance to the postseason tournaments, which begin on
the second day after the end of the regular season.

There may be two sets of tournaments: League Cham-
pionships and World Champienships. Howlong each
lasts depends on the configuration of the association.
All League Championship tournaments must last the
same number of rounds. If any league in the associa-
tion has three divisions, the League Championships
must last two rounds. If the largest number of divi-
sions in any league is two, the League Champion-
ships last only one round. If the association has only
single-division leagues, there are no League Cham-
pionships at all—the team with the best reqular sea-
son record is the League Champion.

Similarly, the length of the World Championships is
determined by the number of leagues. A three-league

association has two rounds. A two-league associa-
tion plays one round. H there is only one league, the

winner of the League Championsghip is the World .

Champion.

The following table lists the lengths of each round of
playoffs for each league configuration. The number of
divisions listed is for the league with the most divi-
sions in that configuration.

Playoif Schedule for

League Configurations
Number of Games

Number of League Association
Divisions/ First Second First Second
Leagues Round Round Round Round

11 ] 0 0 0

21 7 0 0 0

k1 7 7 0 0

1/2 7 0 7 0

2/2 7 0 7 0

32 5 7 7 0

13 0 0 7 7

2/3 5 0 7 7

33 3 5 5 7

Single-division leagues playing cne round of play-
ofts will match the number one and number two
teams. Two-division leagues playing two rounds of
playoffs will match the number one team in each
division against the number two team in the opposite
division in the first round. Three-division leagues
match the division winner against a wild card team,
and the other two division winners face off in the first
round.

Il Note: Each playoff
round is a "best of” series.
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During the playotfs, teams may have a maximum of
25 players on the active roster. No player acquired
after August 31 {in an asscciation playing a full-
length schedule} may be placed on the playoff
roster, and no roster moves may be made after the
playoffs begin (except toreplace an injured player).

Starting New Season

Afterthe playoffs are finished, you may continue on to
the next season by selecting Start New Seuason
from the Do menu on the Association Data screen. In
a Career association, this will age and retire players
and set up the Free Agent Draft. In a Single-Season
assocication, Start New Season will re-get the as-
sociation statistics and generate o new schedule.

Aging

In Career associations, all players who continue for
another season will experience the effects of aging.
The player’s potential rating may be reduced and a
corresponding reduction in his actual ratings will
occur. The effects of aging will be greater each year
the player remaing active.

Player Retirement

In a Career association, players decide at the end of
each season whethertoretum for another seasonorto
retire. Factors involved in the decision include the
number of seasons they have played, how well they
performed in the previous season, and how well their
team performed in the previous season.

Player Drafis

Each Career association holds two player drafts each
year.In December, aFree Agent Draft is held in which
teams try to plug some of the holes in their rosters
created by retirements. The Amateur Drait is held in
June. Kids out of high school and college are selected
and placed on your team’s Low Minors roster. The
Amateur Draft must be run before the association ¢can
continue to the next game day.

Both drafts work in the same manner. All teams are
sorted into a draft order based on their Won-Lost
percentage in the previous seascn. Each team, on
their turn, may select one player from the drakt pool,
pass for the round, or skip the remainder of the draft.
The drafts continue as long as teams want to select.
Players not selected in the Amateur Draft are added to
the free agent pool.

Making Selections
To start the draft, select Slart Drafl from the Do
menu on the Association Data screen.

To select players, when it is your team’s turn, simply
double-click on the player's name in the roster dis-
play. A dialog box will confirm your selection.

To pass for this round, select Skip Round under the
Do menu. To take your team out of all remaining
rounds, select Skip Drafi on the Do menu. You mey
examine the draft order by selecting Dreft Order
under the Show menu.

You may. if you wish, delegate either draft to the
Computer GM on the Team Data screen.
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Each spring, teams hold training camps to prepare , ‘ . cline. To-avoid a decline, a player must receive an

their lﬁcryetrs forthe rt1ew seczfsto n._A_s thtta_manuger,ﬂo% d allocation of at least 15% for each of the Batter
can allecate percentages of training time to each o ! . - .

the individual skill retings. (See "Ratings” onpage 72 E 'n Batmgs (C}:{ ’ PH_' _SP‘ is) and flo_;_thdetﬁeidmg Abil-
for details.) If sufficient training time is allocated to a A ity for each position he is qualitied to play.
particular skill, a player’s actual ratings for that skill :
’ will increase. The amount of increase in actual rat-
ings depends on the amount of fraining time allo-
cated and the percentage of his potential rating the
player has reached. If a player has an actual rating
that is very close to his potential, very little increase
will be gained even by a large amount of training.

Todallocate training time for your team, choose Spring
Training under the Team menu. Training alloca-
tions for all players will be made automatically by the
computer, but you may modify the training schedule
for any player on your tecmn. Select Choose Player
in the Do menu. The Choose Player dialog box will
show all players and the percentage of training time
allocated. Highlight a player’s name and click Re=
cept to open the Spring Training screen. You can

Anig anbnorg .

allocate training time foreach playerin increments of
_ 5%, dividing it among the various skills. You cannot
S . - %. : - .
i 5 H i § ! Q i i exceed a total of 100% E '] A pitcher must devote at least 15% of spring training
{orhbE ; T @f The player’s current rating for each skill is shown I toeach of his Pitching Ratings (HdRn, CO, and EN). A
R T © pray . gt . ) = | pitcher must also devote at least 10% to each of the
Tippy Martinez of | | | | Click the arrows beside the displayed allocation per- — pitches he is qualified to use in a game and to his
. ‘Baltimore oncere-" !/ centage to increase or decrease the amount of time I L 1 “1: ) ] - L1
| el GHEE TET i . . . . tielding ability as a pitcher to avoid having his skill
tired the side without’ the player will spend improving that particular skill. E I.. rating decline
. getting'a batter out, | ! | Players have a fielding rating for all nine defensive | g )
B it it i i- -
| {in 21983 game, E i p_osmons_. Tlllose positions for which they are quali E"‘!‘" i When your training allocations are complete, click
| Toronto batters Barry fied are indicated by the check boxes next to each | Stari Training from the Do menu in the Association
' |Bonnell, Dave g position. Training time con be allocated for each 5' I- Data screen. F any teams have incomolete alloca-
| -Collins, and Wilie - - individual fielding position, with the exception of the ~ I tions. @ diaio boY 7 1 p
. . X 2. ; - X g box will list those teams and ask
“Upshaw each. ... three cutfield positions, which use the same training E ' - whether you want to have the computer finish assign-
rteached firstbase, ¢ | allocation. ‘ " i ing their training allocations.

~ only to be picked off.:
" Baltimore raliedin .

: the bottom of the in- I

q

+ ning'to win the game. - =z.
=l
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; Richie' Ashburn of
I iPhiladelphia hit a fOUL@
u iball that struck Alrpe
! 'Roth in the face, - i
§breakmg herinose.
i The grandmother SN
:2 was being carried Dut i
i ofthe standsat | | ;§§
i [Connie Mack Sta- -
f “dium on a stretcher
+when play resumed,
against the New
Yorkers. Ashburn . °
fouled off the very | - -
¢ next pitch...and hit =
her aga:n' '
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ENTERING CUSTOM
TEAM DATA

Baseball includes a separate program that allows
you to enter player data and statistics, and convert
this information to player ratings that can be used
in the game. You may create full teams of up to 40
players and use them as a source when creating
new associations. You may also create individual
players to be placed in the free agent pool of exist-
ing associations.

To start the Data Entry program, change to the direc-
tory where you installed Baseball and type DATAIN
{Enter]l. Complete instructions for using the program
are contained in its on-line help. Press the [Fllkey, or
select Gret Help! from the Help menu for details.

=S

=

-

RECOMMENDED
READING

If you want more information on the rules and strate-
gies of prolessional baseball, the Baseball tearn rec-
ommends the following books:

Rules

Official Baseball Rules, The Sporting News, 1993.
Published annually by The Sporting News on
behalf of the Playing Rules Committee, this book-
let spells out the official rules for all levels of
professional baseball, and includes many ruling
examples.

Skills

Boggs, Wade, and David Brisson, The Techniques of
Modern Hitting, New York, Perigee Books, 1990.
Detailed instructions by one of the best contact
hitters of our times.

Cluck, Bob, Play Better Baseball, Chicago, Contempo-

rary Books, 1993.
Cluck is the founder of the San Diego School of
Basebdall, which has produced great players like
Eric Karros, 1992 National League Rookie of the
Year.

Depel, Jim, The Baseball Handbook for Coaches and
Players, New York, Macmillan Publishing Com-
pany, 1974, 1976.

Contains diagrams on running fielding drills as
well as setting up your field.

Ryan, Nolan and Tom House, Nolan Ryan’s Pitching
Bible, New York, Simon & Schuster/Fireside, 1991.
Fitness tips, preventing crm injuries, and pitch-
ing strategy by a Future Hall of Famer.

Woaits, Lew, The Fine Art of Baseball: A Complete
Guide to Strategy. Skills, and System, second
edition, Englewood Cliffs, NJ, Prentice-Hall, Inc.,
1973, 1964,

Long out of print, but was a very helpful bock in
developing the computer intelligence of players
and managers.
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Dave “ng Kong” -
Kingman: averaged”

year for 15 straig
years. (He hit 6 ln

(1979) ‘and drove in i
90 runs or better in 4'
his last 5 seasons
Despite, hitting 35,
. +30, and 35 home "’ '
runs for Qakland
= tween 1984 and
1986, he was re- :
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For Fans

Hernandez, Keith, Pure Baseball: Pitch by Pitch for the
Advanced Fan, New York, Harper Collins Puk-
lishers, Inc., 1994
Hermandez takes you pitch by pitch through two
games from the 1993 season, explaining strategy
and technique.

Koppett, Leonard, The New Thinking Fan’s Guide to

Baseball, New York, Simon & Schuster/Fireside,

1991.

Koppettshares knowledge of the game picked up
in a sportswriting career of over forty years.
Will, George F., Men At Work: The Craft of Baseball,
New York, Harper Collins Publishers, Inc., 1990,
Agreatbookfocusing oniour aspects of baseball,
each represented by one of the great practitio-
ners of the modem game: The Manager (Tony La
Russa). The Pitcher (Orel Hershiser), The Batter

{Tony Gwynn} and The Defense (Cal Ripken).

Statistical

Dewan, John, Don Zminda, and STATS, Inc.. STATS
1394 Baseball Scoreboard, New York, Harper
Collins Publishers, 1994.
This book is an annual that has come out since
1990, Dewan and Zminda eall on the huge STATS,
Ine. baseball database to answer 100+ questions
about the previous baseball season. Full of fasci-
nating tidbits like: Who ought to be a leadoff
man? (Maybe Ozzie Smith, who usually bats sec-
ond for St. Louis?) Did Frank Thomas deserve the
MVF? (Yeah, in 1992, but maybe Olerud deserved
it more in 1993..)

Anything by Bill James.
Bill Jumes has an astonishing insight on how to
use statistics to answer common baseball ques-
tions like: Is so-and-so really a good offensive
player because he hits .300? (Not necessarily.)
How well have players who played college ball
donecompared tothosedrafted out of high school?
(Overall, much better.) From 1977 to 1988 he wrote
on annual book called The Bill James Baseball
Abstract. Then he did a book called The Baseball

Book in 1990, 1991, and 1992. Now he puts out an

emnual book called The Bill James Player Ratings

Book. A collection of articles from the Abstract

and other sources is available called This Time

Let's Not Eat the Bones (Villard Books, New York,

1989).

Thorn, John and Pete Palmer, editors, Total Baseball,

third edition, New York, Professional Ink, Inc.
1993.
A really big book, with seascn-by-season and
career totals for everyone who has ever played
baseball at the highest level since 1871. Also
includes essays on team histories, ballparks, the
business of baseball, history of rules, and much,
much more. Algo available on CD-ROM.

Welch, Bill with Jeff Moses, Baseball Analysis and
Reporting System: 1993 Major League Repori, New
York, Perigee Books, 1992.
The BARS system shows where in the strike zone
batters do well and where they do poorly, how
frequently pitchersthrow differenttypes of pitches
with various counts, and how to best position
fielders against hitters. About seven hitters and
four pitchers from each team are analyzed.

Miscellaneous

Adair, Robert K., The Physics of Baseball, New York,
Harper & Row, Publishers, 1990.
A short book on the way baseballs fly end why.

Dickson, Paul, editor, The Dickson Baseball Dictio-
nary, New York, Avon Books, 1989.
5,000 baseball terms, complete with etymolegy
and usage outside of baseball. Sure, it's a dictio-
nary, but it's also a history of how baseball has
developed over the past 150 years. Qur favorite:
“living in a mustard jar,” applied to a hot dog or
show-off.

Waggoner, Glen, editor, Rotisserie League Baseball,
1994 Edition, Boston, Little, Brown & Co., 1994.
The official rule book and draft guide for the
Rotisserie style of fantasy baseball. Fun to read,
and useful for the would-be Front Page Sports
commissicner.
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TECHNICAL HELP

Troubleshooting

Problem: The joystick is not responding properly, or
the cursor skips through the menu options on its own.
Possible Solution: This may happen if you have a
fast computer and have connected yourjoystick using
a sound card’s joystick port. Try re-calibrating your
joystick. If this doesn't work, you may need to use a
dedicated game card with a speed-adjustable joy-
stick adapter, or simply disable the joystick with the
[Alt]+[T] command.

Problem: | have installed Baseball on a compressed
drive, and it doesn’t run.

Possible solution: Baseball may need more disk
space. Compression software estimates available
disk space using an expected compression ratio of
21o 1 or more. However, many Baseball files won't
compress much. This means you may need to free
up to twice as much space as the compression
software says.

Problem: After upgrading to MS-DOS 6.0, I can no
longerrun Baseball. | keep getting an “"Out of Memory™
error.

Possible solution: If you have installed MS-DOS 6.0
and run the MemMaker utility, it may have configured
your computer's memory so that there is no longer
enough conventional memory to run Basshall. See
your MS-DOS 6.0 manual, or try the Boot Disk option in
the INSTALL program.

Problem: My computer has at least 4 megabytes of
memory, but I receive a message saying that I don't
have enough conventional or expanded memory.

Possible Solution: Baseball requires 530,000 bytes

Problem: My computer has at least 4 megabytes of
memory, but even after creating a boot disk, [ still
receive a message saying that [ don't have enough
memoty to run the game.

Possible Seolution: Your boot disk may require
further modifications to load your device drivers cor-
rectly into upper memory. See the “Customizing the
Boot Disk” section, or consult your computer system
manual or manufacturer for assistemce.

Problem: When trying to load the program or after
running the program, the computer locks up or I am
returned to the MS-DOS prompt.

Possible Solution: Although your computer may
satisfy all of the hardware and software require-
ments, there may be a configuration or software con-
flict in your computer while running Baseball. Try
loading the program after booting from a boot disk.

Problem: My program hesitates or locks up during
game play. I am using a SoundBlaster or compatible
sound card.

Possible Solution: Runthe Install procedure from
the game sub-directory and change the sound op-
tion to "No Sound.” If the program operates prop-
erly, there may be a “interrupt conflict” with your
sound card. Sound Blasters should be run with the
default settings of IRQ=5 and DMA=1. If you need
more help, call your sound card manufacturer for
assistance, or call Technical Support at Sierra On-
Line.

Problem: My mouse is not responding.

Possible Solution: Your mouse driver may not be
loaded for MS-DOS programs. You will need to edit
the AUTOEXEC.BAT or CONFIG.SYS files on the boot
disk to include the command to load your mouse
driver.

esusa9joy .

of free conventional memory and 2.621.440 bytes of
expanded memory (EMS). Your computer's conven-
tional memory may be taken up by background pro-
grams or device drivers, or not canfigured correctly.
Try creating a Boot Disk.

1935, his final sea-
."son, hitting 6:homers
in 72 at-bats
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Problem: | have a SCSI drive and Baseball does not
work properly.

Possible Solution: There are incompatibilities be-
tween SMARTDRV.SYS and SCSI drives. Don't use
SMARTDRV.SYS for Baseball if you have a SCSI drive.

Problem: | am getting vertical white bars or other
graphic anomalies in the game,

Possible Solution: You may be using a mouse

driver thatis not fully compatible. Baseball requiresa
100% Microsoft compatible mouse.

Error Messages

This section offers possible solutions for error mes-
sages you may encounter,

YOU NEED XXX MORE BYTES OF FREE MEMORY
AVAILABLE TO RUN THIS GAME. Try using a hoot
disk.

GENERAL FAILURE READING DRIVE (floppy drive
letter). You may have a low density drive that can't
read the high-density game disk(s).

CRC ERROR.,

DATA ERROR READING DRIVE (A or B or C or D)
SECTOR NOT FOUND READING DRIVE A or D
These mean you have a faulty game disk, and should
return it for a replacement.

ASSERTION FAILED...

The program cannctload afile because of insufficient
memory, or because the file is missing or corrupted.
You should be able to avoid these by keeping your
files in the default directories and configuring your
PC correctly for the game.

Manual Installetion

If you have trouble with the normal Baseball installa-
tion, you can try installing the program manually.
(You need to be confident with MS-DOS commands to
do this.)

For full instructions, see the file MANBASE.TXT on
the Baseball CDordisk 1. You may view or print this
file using your MS-DOS EDIT utility, the Windows
Notepad, or your preferred word processor in its
text-only mode.

Configuring Memory

Even if your system has the minimum 4MB of RAM,
Baseball may not run correctly unless the RAM is
configured (set up) correctly: you need at least 590,000
bytes of free conventional memory and 2,621,440 bytes
of free expanded memory (EMS).

If Baseball DOES NOT start correctly, use the MS-
DOS MEM command to see if you need to free up
some of your computer's memory. From your MS-
DOS prompt, type MEM and press [Enter]. “Largest
executable program size” is your free conventional
memory: "bytes free EMS” is your expanded
memory. If you do not have encugh memory, you
probably have resident or “background” programs
anddevice drivers taking up memory that the game
needs. This means you will need to free up memory
for Baseball by removing one or more of these
programs, or moving them into "upper memory.”

Freemg up Memory
Ifyou cannot run Baseball because of lowmemory,
try the Install program’s “Make Bootable Floppy
Disk” option as described below. Aboot diskisa
fast and effective way of freeing more memeory to
run the game.

2. If you continue to have problems even with a
boot disk, try customizing the boot disk's
AUTCEXEC.BAT and CONFIG.SYS start-up
files. See "Customizing Your Boot Disk,” on
page 111, for details.

M Note: For informa-
tion oninstalling Baseball
orchanging system sound
card settings, see "Getting
Started” beginning on
page 8.
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3. Consult your DOS and memory manager soft-
ware documentation for detailed information
about system memory and how to optimize it.

Creating a Boot Disk

A boot disk is the simplest way to configure your
computer's memory for running Baseball, The Base-
ball Install program has a “Make Bootable Floppy
Digk” option that makes creating a boot disk easy. I
you set it up successtully, all you will have todo is put
the boot disk in your floppy drive and restart the
computer toconfigure its memory correctly and launch
the game.

Although the "Make Bootable Floppy Disk” option
does a very good job of configuring most systems, it
may not be able to properly recognize every possible
sound card, mouse, or disk-controlling device driver.
This means that you might have to make additional
changes to the boot disk to get the program running.
I you are having trouble starting the game, try “Make
Bootable Floppy Disk"—it can't hurt. If it does not
work, however, see the “"Customizing the Boot Disk”
secticn, below.

“Make Bootable Floppy Disk” Option
You can use the Install program to format and create
a Baseball boot disk for your computer's As drive.
Before you start, have a blank or formattable floppy
disk for your A: drive ready. (Al files on it will be
erased.)

1.  Startthe Install progream from the Baseball direc-
tory on the hard digk, or from disk #1.

2. From the Installation Choices window, select

"Make Bootable Floppy Disk.”

3. The Install program will guide you through the
process—follow the on-screen prompts carefully.
Insert the blank diskette into your A: drive when
prompted. Install will use DOS commands to
format the floppy disk and write all the necessary
start-up files to it.

| -

When the processis finished, exit the Install program.
You ¢an then re-boot your computer with the boot disk
in the BA: drive.

Using a'Boot Disk
The boot disk you have created with the Install
program'’s “"Make Bootable Floppy Disk” option con-
tains a stripped-down version of your usual start-up
files. Youmust start(or restart) your computer with the
beot disk in the A: drive for it to work. (Note: a boot disk
will work only in the A: drive).

1. Place the boot dick in the A: drive and start the
computer. (If your computer is already running,
exit any programs and restart the system with
your PC’'s Reset button, or use [Ctrl]+[Alt]+[Del]
from the keyboard.)

2. The computer will start up using the boot disk’s
memory configuration. (If you created the boot
disk with the Install program from within the
Baseball directory, it will also try to start the
game qutomatically.) Otherwise, start the game
manually by entering PLAYBALL as usual in your
Baseball directory. (Toretum your computer toits
normal setup later, just restart it again without
using the boot disk.)

If the game still will not run, or the drivers for your
mouse, sound card, or CD-ROM willnot load correctly,
you will need to customize the start-up files manually
as described in the following section.

Customizing Your Boot Disk

Tocustomize a configuration for your specific system,
you can edit the CONFIG.SYS and AUTOEXEC BAT
start-up files on the boot disk the install program
created, or create a new Boot Disk from scratch.
CONFIG.SYS and AUTOEXEC.BAT are simple text
files that you can edit using your MS-DOS EDIT utility,
the Windows Notepad, or your preferred word proces-
sor in its text-only mode. On your hard drive, these
filestell your computer how to arrange its memory for
normal operation. On the boot disk, these files tell
yourcomputer how to arrange its memory specifically
for running Baseball,

M Note: Some comput-
ers are setup to ignore boot
disks. If your PC starts nor-
mally even with aboot disk
in A:, you will need to con-
sult its documentation or
manufacturer forasolution.
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Warning: Manually altering the CONFIG.SYS and

AUTOEXEC.BAT start-up files can be a trial and error -

process. When opening a file to edil, triple-
check to MAKE SURE yon are working with
the files on your boot disk in the A: drive.
Otherwise, you may change the CONFIG.SYS and
AUTOEXEC.BAT files on your hard drive instead,
which in turn may impair the normal operation of your
system.

Note:ltyouhave notalready tried the Install program'’s
"Make Bootable Floppy Disk” method, try that first
before starting here. Even if that boot disk does not let
yourun Baseball, it will at least give you a good place
to start customizing the configuration files.

Ityouprefer tocreate a boot disk from scratch, you will.

need a freshly formatted system diskette for your Az
drive. (See your MS-DOS manual for details on how to
create a system diskette.) You can then create anew
CONFIG.SYS and AUTOEXEC.BAT from scratch right
on the boot digk,

Compare the CONFIG.SYS and AUTOEXEC BAT files
on your boot disk to the following examples. Differ-
ences may indicate places where you can remove o
driver, load it into upper memory, or change a device
switch to use less memory. As always, refer to your
system reference manuals if unsure about anything.

Sample Boot Disk CONFIG.SYS File
These examples show a "minimum configuration”
that willlet you run Baseball on most PCs. The lines in
your startupfiles will differ accordingtoyour system’s
drivers and directory names, and the version of MS-
DOS youuse. (NOTE: Parentheses indicate comments
that are NOT part of the file }

DEVICE=C:\DOS\HIMEM.SYS
DEVICE=C:\DOS\EMM386.EXE RAM 2560

{You may use a different expanded memory manager)

DOS=HIGH,UMB

{Loads DOS into Upper Memory)

FILES=30

BUFFERS=20

BREAK-0ON

LASTDRIVE=Z
DEVICEHIGH=-C:\MOUSE\MOUSE.SYS

(Only if using a mouse. See "Mouse Drivers,” below.)

DEVICEHIGH=C:\DOS\DBLSPACE.SYS 'MOVE
{Only if using DBSLSPACE. See "Disk Compression Drivers,” below.)
DEVICEHIGH=-C:\DRVWCDROMDRYV.SYS /D:MSCD001 /P:220

(See "CD ROM Drivers,” below.)

Sample Boot Disk AUTOEXEC.BAT file
@ECHO OFF

PROMPT Baseball Boot Disk $P$G

{If you are working with files created with "Make
Bootable Floppy Disk.”)

PATH=C:\DOS

SET COMSPEC-C:\COMMAND.COM
LOADHIGH C:\MOUSEMOUSE.COM

(Only if you do not uge MOUSESYS in CONFIG.SYS.
See "Mouse Drivers,” below.)

CADOS\MSCDEX /D:MSCDO001 /E

{See "CD ROM Drivers,” below.)

C:

(From "Mcke Bootable Floppy Disk.” Changes to hard
drive.)

CD CA\SIERRA\BASEBALL

(From "Make Bootable Floppy Disk.” Changes to cur-
rent Baseball directory.)

PLAYBALL

(From "Make Bootable Floppy Disk.” Starts Baseball.)

113

92usI9joy .



. Mantle), runs batted .
! in (142), and tota! !

+ ‘for the 2nd straight
Cyear, il

BASEBALL "94

Roger Maris’ 61st
home run was hit ¢
Tracy Stallard of!
Bostori on:October
1961, andilanded:
box 163D of section
33 in right field. Mar
also led the Junior |
iCircuitthat year in
runs (132, tied with

bases {366), captur
1/ing the MVP.crown ;, «

114

To disable «a line in one of your start-up files, you can
just type REM in front of it. For example,

REM DEVICEHIGH-C:MOUSE\MOUSE.SYS
will disable the mousedriver. Tore-enableit, just take
the REM back out again.

Mouse Drivers

If you have a mouse, the Install program will have
assumed that you want to be able to use it with
Baseball, and put a mouse statement on the boot disk.
This means you should have one mouse driver line in
either your CONFIG.8YS or AUTOEXECBAT file—
but not both! For example:

DEVICEHIGH=-C: MOUSEMOUSE.SYS

(Used in the CONFIG.SYS file only)

LOADHIGH C:MOUSEWMOUSE.COM

{Used in the AUTOEXEC.BAT file only)

If you have a different mouse driver name
{(MOUSE.EXE, IMOUSE, GMCUSE, HPMOUSE, etc.) or
if you keep the driver in a different directory
(CAMSMOUSE, CADRIVERS, etc.) the path and driver
name will be different. See your mouse manual if
unsure.

CD-ROM Drivers

Baseball does not play from the CD—it must be fully
installed to your hard drive. Once the game is in-
stalled, you may “REM" or exclude any CD-ROMlines
from your Baseball boot disk files: the MSCDEX line in
AUTQOEXEC BAT and the CDROMDRV.SYS line in
CONFIG.SYS. :

CD-ROM Drivers

The CD version of Baseball does not play from the
CD—it must be fully installed to your hard drive.
However, you may bypass the game's monual-based
copy protection by playing with the Baseball CD in
your CD drive. If you wish to do this, you need to have
the CD-ROM driver loaded before you start the game.
The Boot Disk AUTOEXEC.BAT file needs an MSCDEX

line. Depending on your CD-ROM type, it should look
much like one of the Iollowing:

CADOS\MSCDEX /D:MSCD001 /E
LH C:\DOS\MSCDEX /D:MSCD001 /E

LOADHIGH /L:14429 C:\DOS\MSCDEX /D:MSCDO001 /E

Note: We recommend that you use the latest version
of MSCDEX.EXE to insure the best CD access. As of
this writing, the current version of MSCDEX is 2.23.

The Boot Disk CONFIG.SYS file needs a CD device
driverline. Depending onyour CD-ROMtype, itshould
look much like one of the following:

DEVICE=C\DRVWWCDROMDRV.SYS /D:MSCD001 /P:220
DEVICEHIGH=C:\DRWCDROMDRYV.SYS /D:MSCD001 /P:220
DEVICEHIGH /L:14652 =C:\DRWCDROMDRY.SYS /D:MSCD001 /P:220

Note that this CD ROM device name is the same that
follows the "/D:" switch as the MSCDEX line in the
AUTCEXEC.BAT file. Since the program requires ex-
panded memory, you will also want to add the “/E*
switch to the end of the MSCDEX line. For example:

DEVICE=-C:\DOS\MSCDEX /D:MSCD001 /P:220 /E

Mouse Hints

If you do not want to use a mouse with Baseball at all,
“"REM” the mouse driver statement from your boot
disk's CONFIG.SYS or AUTCEXEC.BAT file as de-
scribed above. This will free up memory.

Use MOUSE.SYS rather than MOUSE.COM or
MOUSE.EXE, if possible. MOUSE.SYS is smaller and
takes less memory.

Make sure youdo not have a mouse driver line in both
the CONFIG.SYS or AUTOEXEC.BAT files. If you do,
remove one, because you are needlessly loading two
mouse drivers into memory.
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Disk Compression Drivers
If you use disk compression on your hard disk, you
must include the correct disk compression driver
statement on your boot disk, or your mouse or other
drivers may not load correctly. The example
CONFIG.8YS shows the correct statement if you
are using the DBLSPACE utility from MS-DOS 6.0—
6.2. If you are using Stacker 3.1 or later, use the
following line instead:
DEVICEHIGH=C:STACKERSTACHIGH.SYS
For other utilities, refer to your manual or contact the
manufacturer for complete instructions.

Reminder: Forthe boot disk towork, youmust REBOOT
your computer with the boot digk in your A: drive.
Place the boot disk in drive A: and press your PC's
Reset button, or [Ctrl]+[Alt]+[Del]. Your computer will
now reboot, using the start-up files on the boot disk in
A: Have a grect time!

Additional Boot Disk Instructions

If you have a modem, you con download additional
boot disk instructions from the Sierra Bulletin Board
Service, or BBS. The file to download is BDALL.EXE or
BDALL.ZIP (BDALL.ZIP is compressed—you will need
the PKUNZIP shareware utility toopen it.). Afterdown-
loading this file, select the instructions that will best
match your system and program needs.

Inthe U.S,, the BBS number is 209-683-4463; in the UK.,
the BBS number is (44) 734 304227).

CUSTOMER
SERVICES

The best customer service in the indusiry.
“You don't just buy our games—you buy the
support of the whole company.”

Sierra On-Line ig dedicated to helping you with
each and every question or problem. Whether it's
memory shortages, software compatibility, or any
other issue affecting our products, we guarantee
your satisfaction.

Customer Service

Contact the Customer Service Department for ques-
tions pertaining to returned merchandise, back or-
ders, defective merchandise, and general game infor-
metion. In the UK. and Europe, use these contacts for
Technical Support, Returns, and Direct Sales as well.

United Stetes

Sierra On-Line Call 1-800-SIERRA-5
Customer Service (1-800-743-7725)

P.O. Box 85007 Fax (206) 562-4223

Bellevue, WA 98015-8507

Uniled

Sierra On-Line Limited Call (44) 734 303171
4 Brewery Court Fene (44) 734 303201
The Old Brewery 9:00 a.m. - 5:00 p.m.,
Theale, Reading, Berkshire Monday-Friday
RG7 5A] United Kingdom

Continental Europe

Coktel Vision Call 33-1-46-01-4650

Pare Tertiaire de Meudon  Fax 33-1-46-31-7172
Immeuble “Le Newton” Hint line 33-1-36-68-4650
25 rue Jeanne Braconnier

92366 Meudon La Forét Cedex

France
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U.S. Technical Support
In the U.S., contact the Technical Support Depcxrt-
ment for help in installing or configuring your Sierra
product, or resolving hardware or software com-
patibility issues.

Rutomaled Technical Support

1 (206} 746-8100

Sierra On-Line offers a 24-hour Automated Technical
Suppeort line with recorded answers to the most fre-
quently asked technical questions. To access this
service, call 1 {206) 746-8100, and follow the recorded
instructions to find your specific topic emd resolve the
issue. If this fails to solve your problem, you may still
contact our Technical Support Department as de-
scribed below.

Technical Support Depariment

If you are unable to resolve a problem with your game
using this manual or through the Automated Support
line, contact cur Technical Support representatives
directly. You may call, write, or fax us with your
questions, or contact us via BBS e-mail.

If you choose to write, fax, or e-mail us with your
request. please provide detailed information on your
computer system and the nature of your problem. In
addition, please include your address and telephone
number should we need to call back or send you
turther information.

U.S. Techmical Support
Sierra On-Line Call {206) 644-4343
Technical Support Fax (206) 644-7697

P.Q. Box 85006
Bellevue, WA 98015-8506

8:15a.m. - 4:45 p.m. PST,
Monday-Friday

Sierra US. Technical Support is also avedlable

fHrough:

Sierra BBS: U.S. (209)683-4463 or U.K. (44) 734 304227
CompuServe: GAMAPUB (Sierra ID 76004, 2143)
Prodigy: Technical Support ID- WBWW55B
America Online: Keyword Sierra (Private Email
DynamixTS)

GEnie: Private E-mail to SIERRA.SUP

Sierra on CompuServe

Sierra offers technical support and patch files via its
CompuServe forum, as well as product demos, hints,
and reviews. Members of CompuServe can type GO
GAMAPUB and leave a message for us at Sierra (CIS
ID 76004, 2143). If you are not currently a member of
CompuServe, call toll-free (800) 848-8199 and ask for
Representative 461 for your FREE introductory mem-
bership and usage credit.

Paich Disks

If you have spoken to a Sierra Technical Support
Representative or have read about an available
patch (repair) disk in our magazine InterAction,
please send in yourrequest to the address below, or
contact us via BES. Let us know the game, version
number (VER# on the front of your game disk(s)).
and the disk type you have.

Sierra On-Line

Patch Disks

Dept. 10

P.O. Box 485

Coarsegold, CA 93614-0485

U.S. Direct Sales
To order games, hint books, or hardware, redeem
coupons, use special discounts, or to find cut where

- youcanpurchase Sierra games in the U.S., contact our

Direct Sales Department.

Us

Sierra On-Line

Direct Sales

P.O. Box 53250

Bellevue, WA 98015-3250

For direct orders:
Call 1-800-757-7707
Fax (209) 683-4297
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you happy.

The Sierra No-Risk Guarantee!

THE PROMISE: We want you to be happy with every Sierra product you
purchase. Peried. Complete and return the encloged owmner registra-
tion card, and we will be able to serve you better if you contact us with
aproblem.If you are unhappy with one of our software products for any
reason, you can return it for an exchange or full refund within 30 days
of purchase. (If it was purchased retail, please include the original
sales receipt.) Note: this policy applies to the original owner only.

THE ONLY CATCH: You have to tell us why you don't like it, so we can
improve. If you send it back and tell us why, we'll do our best to make

*
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Software Warranty & Replacements

If your Sierra software or disk fails within 90 days of
purchase, we willreplace it free of charge. Toreplace
faulty software, return the CD or diskette #1 directly to
us. Include a copy of your sales receipt, a note stating
your game machine or computer type, and the type of
disk(s) you need. More than 90 days after purchase,
you must also include a $10.00 U.S. (£6.00 in UK)
replacement charge.

In the US, retumn your software to:
Sierra On-Line Fulfillment
P.O.Box 485

Coarsegold, CA 93614

Attn: Returns

Overseas, return your disk(s) to the appropriate Sierra
Customer Service center, marked “Attn: Returns.”

IT IS ILLEGAL TO MAKE
UNAUTHORIZED COPIES OF THIS SOFTWARE

This software is protected under federal copyright law. It is illegal to make or distribute copies of this
software except to make a backup copy for archival purpeses only. Duplication of this software for any
other reason including for sale, loan, rental or gilt is a federal crime. Penalties include fines as high as
$50,000 and jail terms of up to five years.

&ASIERRA

Sierra On-Line, Inc. suppor_t-s the industry’s effort to fight the illegal copying of
personal computer software. Report Copyright Violations To:
SPA, 1730 M Street N.W. Suite 700, Washingten, D.C. 20036 — (202) 452-1600

This manual, and the software described in this manual, are copyrighted. All rights are reserved. Nopart
of this manual or the described software may be copied, reproduced, translated or reduced to any
electronic medium or machine-readable form without the prior written consent of Sierra On-Line, Inc..
® and™" designate trademarksof, or licensed toSierra On-Line, Inc. © Sierra On-Line, Inc. 1994, All rights
reserved. Printed in the USA.

Other Trademarks: QEMM-386™ is a trademark of Quarterdeck Office Syatems. [BM®, PC® crre
trademarks of International Business Machines Corporation. Microsoft®, M3-DOS®, Win-
dows™, HIMEM ™, are trademarks of Microsoft Corporation. Sound Blaster® is o trademark of
Creative Labs, Inc. ThrustMaster® and ThrustMaster WCS® are trademarks of ThrustMaster,
Stacker® is o trademark of Stac Electronics. AJLib® is a trademark of AdLib Incorporated.
Relund®, LAPC-1", and MT-32™ are trademarks of Roland Corporation, Deluxe Paint® is a
trademark of Electronic Arts. MLBPA MSA Officially Licensed by the Major Leagues Baseball
Players Association. Digital Wavetorm Driver ©1994 by HMI®, Inc. Portions copyright 1984-
1990 Faircom Corporation, «ll righta reserved. MLBPA information provided by STATS, Inc.
STATS™ is a trademark of Sports Team Analysis and Tracking Systems, Inc.

SPORTE T ANALYHA & TRACHAS FYMTIDAL, NC.

LIMITATIONS ON WAHRRANTY
UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE PROGRAM WILL PER-
FORM AS DESCRIBED IN THE USER DOCUMENTATICN. NO OTHER ADVERTISING, DESCRIPTION, OR
REPRESENTATICN, WHETHER MADE BY A SIERRA DEALER. DISTRIBUTOR. AGENT, OR EMPLOYEE,
SHALL BE BINDING UPON SIERRA OR SHALL CHANGE THE TERMS OF THIS WARHANTY.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, SIERRA MAKES NO WARRANTY, EX-
PRESS OR IMPLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY THAT THE
SOFTWAREISFITFOR APARTICULARPURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTABIL-
ITY SHALL BE LIMITED TO THE NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS WARRANTY
AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT
APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSE-
QUENTIAL OR OTHER DAMAGES, EVEN IF SIERRA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF
SUCH DAMAGES. THIS MEANS THAT SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME,
DATA OR USEOF THESOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUALCOST OF THE
PRODUCT. IN NO EVENT SHALL SIERRA'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PROD-
UCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSE-
QUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSICON MAY NOT APPLY TQ YOU.

YOU ARE ENTITLED TO USE THIS PRODUCT FOR YOUR OWN USE, BUT MAY NOT SELL OR TRANSFER
REPRODUCTIONS OF THE SOFTWARE, MANUAL, OR BOOK TO OTHER PARTIES IN ANY WAY, NOR
RENT OR LEASE THEPRODUCT TO OTHERS WITHOUT PRIOR WRITTEN PERMISSION OF SIERRA. YOU
MAY USE ONE COPY OF THE PRODUCT ON A SINGLE GAME MACHINE, COMPUTER, OR COMPUTER
TERMINAL. YOUMAY NOT NETWORK THEPRODUCT OR OTHERWISEINSTALLIT OR USEIT ON MORE
THAN ONE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL AT THE SAME TIME.
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